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FIGHT THE GREATEST WARS IN THE 
GALAXY ANY WAY YOU WANT. 
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=. NOW LIVE THE BATTLES. 


in three single player modes — 
or in malin battles with nM to 16 — 


‘and experience open-ended play — where you We 
never dies the same battle twice. 
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the classic Star Wars 
vehicles — including X-wings, TIE fighters, and AT-ATs. 
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MORE ELITE THAN EVER - 
FIGHT ENHANCED AI TERRORISTS 
IN 10 NEW AND STUNNING 
SINGLE-PLAYER MISSIONS. 


*“GMR, IGN.com, and TeamXbox. 
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THE BEST XBOX LIVE™ GAME OF ALL TIME 
GETS EVEN BETTER WITH NEW 
OBJECTIVE-BASED MULTIPLAYER AND 
XBOX LIVE 3.0 ONLINE FEATURES. 


DOUBLE THE ACTION - TEAM UP 
WITH A FRIEND AND TAKE DOWN 
TERRORISTS IN HIGH-PRESSURE, TWO- 
PLAYER SPLIT-SCREEN MISSIONS! 
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ment in the U.S. and/or other countries. Rainbow Six, Rainbow Six Black Arrow, Red Storm, and the Red Storm 
ent company. Microsoft, Xbox, Xbox Live, the Live logo, and the Xbox Logos are either registered trademarks or 
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MATURE 17+ 


Blood 
Violence 


CONTENT RATED BY 
ESRB 
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THE SHOOTER OF THE YEAR* 


STORMS BACK INTO ACTION 
AVAILABLE NOW 


UBISOFT 


INBOX 
Write to Xbox Nation at 
XBN@ziffdavis.com. Do It NOW! 


CHARTS 


It’s full of charty goodness. 


ASK ITAGAKI! 


You have questions. Team Ninja’s 
head sword-swinger Tomonobu 
Itagaki has answers 


PLAYLIST 


See what you must play. 


STUFF 


We are the stuff we accumulate. 


Good-bye Super 
Robot Man; hello 
~ RoboSapien! He 
walks, he talks, 
and he farts! 
See page 104. 
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| oppwoRLo: STRANGER 


EA ON LIVE 
It was destiny. Enjoy the ride. 


STRANGER IN 
AN ODDWORLD 


Good-bye, Abe. Hello, Stranger! 


CRY HAVOK! 


Watch bodies in motion and the 
men who move them. 


UN-IMPRESS 
CONFERENCE 
What Is the sound of Xbox 
snoozing in Japan? 


CALLING. 


Look! Big Ben! Parliament! 


POP QUIZ 


Burnout 3's Alex Ward. 


LIA 


MASTER NINJA 
GAIDEN 


Tips from the top three players. 
ON THE DL 


This month’s top downloads. 


DOWNLOAD 
MANIA 


A comprehensive list of XDOx 
games with online play—and the 
downloads you love to love. 
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FORZA 
MOTORSPORT 


Take a long ride with yourself. 


KINGDOMS 
UNDER FIRE: THE 
CRUSADERS 


Wargasm. 


CONTENTS SEPTEMBER 2004 


KAMEO 


Monstrously merry. 


DEF JAM 
FIGHT FOR NY 
Build a better thug. 


STAR WARS 
BATTLEFRONT 


SECOND SIGHT 
SCRAPLAND 
FABLE 


X-MEN 
LEGENDS 
BROTHERS IN 
MS 


MEGABITS 


HALO 2 
UPDATE 


PLAYLIST 


CONTENTS SEPTEMBER 2004 
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MADDEN NFL 2005 
ESPN NFL 2K5 
MAGATAMA 

PUYO POP FEVER 
POWERDROME 


SHOWDOWN: 
LEGENDS OF WRESTLING 


WRESTLECRAP! 
SUDEKI 


SPIDER-MAN 2 oe . “a a. “WA 
CATWOMAN Zo OS: eC 


SECOND SIGHT 
GUILTY GEAR X2 
#RELOAD: THE MIDNIGHT 
CARNIVAL 


THE LOSER FILE 
XBOZO 


TIPS/CODES 
Helpful hints for DRIV3R, Psi-Ops, 
and The Chronicles of Riddick. 
Gotta smoke ’em all! 


PERIPHERALS 


It pays to play with these. 
3 REALLY BAD 
MES 


Consider yourself warned. 


Meet UP ff 1UP.com 


The all-new 1UP is here, and it's exploding 
With new features! We've still got all of that great 
daily content you've come to know and love, but 
we're now the first-ever destination for gamers to 
meet, play, get informed, and show off. 


Check out the CcOOl new stuff You can do! 


RAMK: 123.456 


1UP: SOCIALIZE: DAN "SMOE™ HSU 
YOUR NAME HE 


DAN'S GAMES 
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If you have a GameFace, we have 
a Place for you to put it. 


Show off your game collection | ao msn 


wena: $.4% sodcon tt ‘ Y f # $1, $48 my CLL (7) 
iene, and trade games with others! fo rat oF cr 


ae £7 b6M Fans 
3 Wise Live Tawine Tag Fea ACSEET Canes. RATION  Pethdioteed 
o A Spares antes Bogie Sam Kennedy Tom dessiman Moe Kyaw site 
1 2 Naved! Gop ae 05% Makh 94% Match BI Match " * 
° ie; Sse Gam, 42 Games R 41 Games il ce an 
a mn TD € 


DAN’S LUP JOURNAL 


My day at the office 


YOUR GAMEFACE YOUR GAMES 
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You've got a voice, let it be heard! Tell 


everyone what you're playing or doing. 
Get clubbing! Join clubs or create your 
own and invite all of your friends. Make friends with other gamers DAN'S 1UP JOURNAL EDs 
- including us editors. My day at the office 


MY CLUBS (7) 


You Share 3 Friends 


John Davison 
Oakland CA 


Points: 75,250 


EGM Fans 
Me 364 
JOIN THIS CLUB 


1 Shoe's World a Dan Hsu 


= Members: 496 ; ~ Honolulu HI 18 of % vel sat 
JOIN THIS CLUB ies Point 65,250 ‘is Dagger of Time 


SOCOM II Club ("H Sam Kennedy 


Members: 283 * ® San Jose CA 
JOIN THIS CLUB ae 


33,250 


YOUR CLUBS YOUR FRIENDS YOUR JOURNAL 


_ YOUR 
_ FACE 
HERE 


Were all here. Join us at 1UP.com. 


EDITORIAL 
Simon Cox Editor-in-Chief 
Evan Shamoon Editor 
Cindy Lum Managing Editor 
Greg Orlando Reviews Editor 
Che Chou Previews Editor 
David Chen News Editor 


ART 
Andrew Burwell Art Director 
Andrew Mendoza Associate Art Director 


CONTRIBUTORS 
Jason Allen, Shane Bettenhausen, Paul Byrnes, Jonti Davies, 
Scott DeVaney, Russ Garbutt, Kevin Gifford, Andy Hartup, 
Matt Holmes, Jeremy Horwitz, Tomonobu Itagaki, Garnett 
Lee, Jeff Lundrigan, Thierry Nguyen, Ryan Payton, RD 
Reynolds, David Smith, Seanbaby, Paul Yoon 
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ZIFF DAVIS GAME GROUP 
Dale Strang Senior Vice President 
John Davison Editorial Director 
Simon Cox Creative Director 
Bill Daniher Business Director 


COPY DESK 
Tom Edwards Copy Chief 
Greg Ford Copy Editor 
Susie Ochs Copy Editor 
Maritza Refuerzo Copy Editor 


PRODUCTION 
Anne Marie Miguel 
Senior Production Manager 
Monica Brent 
Production Manager 
Teresa Newson 
Assistant Production Manager 


CIRCULATION 
Tracy Schultz Consumer Group Circulation Director 
Bob Kerekes Single Copy Sales Director 
Don Galen 
Senior Newsstand Sales Manager 
Chris Wilkes 
Internet and Partnership Marketing Dir. 


PRINT SALES 
Lee Uniacke Group Publisher 
Stan Taigen Associate Group Publisher 
Marci Yamaguchi Advertising Director 


SALES TERRITORY MANAGERS AND ACCT. EXECS. 
(listed geographically from West to East) 
Gaming Accounts 
Bay Area/Bay Area Peninsula 
Mary Gray Regional Sales Manager 
Amy Mishra Account Executive 
Northwest 
North Bay to Oregon, AR, CO, IA, ID, KS, LA, MN, MO, 
MT, ND, NE, NM, NV, OR, OK, SD, TX, UT, WA, WI, WY, 
Northwestern Canada 
Aaron Gallion District Sales Representative 
Rita Kline Account Executive 
Southwest 
Southern California and Arizona 
Julie Steelman Regional Sales Manager 
Eve Friedman Account Executive 
East 
AL, CT, DE, FL, GA, IN, KY, MA, ME, MI, MS, NC, NH, 
NJ, NY, OH, PA, RI, SC, TN, VA, VT, WV, Eastern Canada 
lan Sinclair Regional Sales Manager 
Rita Kline Account Executive 
Consumer Accounts 
Consumer-West 
Marc Callison Consumer Accounts Manager 
Candace Droz Account Executive 
Consumer-East 
Matthew E. Panken Regional Sales Manager 
Candace Droz Account Executive 


1UP.COM 
Tom Jessiman VP/General Manager 
Bill Young 
Internet Sales Account Manager 
Sam Kennedy Editor-in-Chief 


Tipler Ubbelohde 
Senior Advertising Coordinator 
Monet Whitaker Advertising Coordinator 


Lynn Fortunato Sales Assistant 
Simone Deocares-Lengyel Sales Assistant 
Jessica Reback Sales Assistant 


MARKETING 
Rey Ledda Marketing Director 
May Tong Research Director 
Jason Freidenfelds Marketing Coordinator 


To contact Sales and Advertising, - 
please call 415-547-8000 


(Contact anyone on this masthead 
via e-mail using 
firstname_lastname@ziffdavis.com) 


SUBSCRIPTION SERVICE 
Subscription Service 800-895-9571 
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Cracking skulls on the way to fight the Big Bad Guy started in the DUNGEONS & Dracons® 
_ roleplaying game. And with thousands of monsters and countless ways to customize them, 
it's still the best way to go to work. 


We did it first. We still do it best. playdnd.com 
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Race for Cd5h and respect, 
or fay it all on the line 


in revolutionary Online 
pink slip races. 


Every night, in cities like LA, Philly and Miami, crews of import tuners push their nitrous-injected obsessions to the limit. 
Whether in underground or sanctioned races, on the track or through the wide open city streets, high speeds bring high risk. And 
serious rush. Join the Street Racing Syndicate. Upgrade officially licensed vehicles with hundreds of actual aftermarket parts, 
stickers, paints and vinyls. Then throw it on the Dyno to measure your mods before you put it on the track to test your skills. 
Because in the end, glory’s nice. Money and models are better. But driving away with your opponent's ride is just plain sick. 
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SRSgame.com 
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LETTERS SEPTEMBER 2004 


§6.000 Lightyears 


As a member of the 
Xbox Nation, you too 
have a forum in which 
to share your voice. 
Send e-mail to 
XBN@ziffdavis.com or 
drop us a postcard: 

Xbox Nation 

101 Second St. 

8th Floor 

San Francisco, CA 

94105 
And yes, the letters 
are answered by a real 
human being...called 
Lettertron 8850. 
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Lei Fang is my favorite character from the 

Dead or Alive series, so 'm glad that she's 

appeared on two Xbox Nation covers so far. 

Could you saab ly make an alternate Le! 
ang cover each month? 

ee Wilber 


Look for the Lei Fang Halo 2 cover next 
month, followed by the Lei Fang Doom 3 
cover shortly after that. 


Lettertron 8850, answer me these questions 
Bere 
What the hell? | wanna play Fable! 

2. srr s all the fuss about XNA Sern 
in mind I’m aware that it’s the software 
arcihectuns fot game development)? Or am | 
just blind to the fact that It’s all about cross- 
platforming? Is there more to It than just 
that? In the clip of the car, are they trying to 
how the physics will be different while 


show 


9 
= 


1g games with XNA, or are the 


fe ote substantially different’ | Hina da were 

the poin “— en morphing clip, but v the 
hell is the point of the black- nce 3D 
lady with - rset hat.. wm at’s she doing 
that Is so next generation 

3. Will Halo 2 look as sood as The 
Chronicles of R ddick: Escape From 
Butcher ae 

4. And has the Deus Ex: Clan Wars title 
been officia sllya nanged to Snowblind? 
Tim Markel 


Actually, there are substantially more 
than three questions in your note, Tim 
Markel, even excluding “What the hell?” 
which is actually an exclamation 
inappropriately made an interrogative 
with the use of a question mark. 

As for your actual questions, XNA is a 
set of development tools that when fully 
brought to the fore will enable a whole 
new era of good feelings and beautifully 


rendered women with hats. Will XNA- 
powered graphics be substantially better 
than ones fueled by other technologies? 
Yes, maybe, and no. You see, Tim Markel, 
it’s not so much the tools, but rather the 
skill of the person wielding them. Also, 
hat technologies will drive the videogame 
industry to a whole new plateau, a 
plateau that makes the last plateau look 
like a hillock or something. Finally, yes 
and yes. 


As|was reading Leaders of the Old Schoo! 
(issue #16, page 76), | noticed a screenshot 
in the lower left-hand corner, under the 
aititle see SNK vs. Capcom: SVC Chaos. |n 
the screenshot, the names of the fighters 

are Kasumi and Balrog, but that cannot be, 
since the fighter on the oe is not Balrog, it |s 
Vega. What's the deal with that’ 
JasGn pene 


What you’re looking at, Jason Peyton, is a 
screenshot from the Japanese version of 
Capcom vs. SNK. In Japan, where they 
wear socks on their hands and the robot 
dances you, Vega is Balrog. 

Long story short: The names had to be 
changed when the Street Fighter series 
came to America to ensure the game did 
not feature a boxer named M. Bison. 


just want to say that | am a big fan of your 
mag, and congrats. Looking through your July 
issue (#16, page 13), | Saw a rather 
yandsome-looking Xbox and knew | had to 
ave one. Are there different styles of 
Xboxes, and if so, where can | find some? 
Cesar Castro 


Right now, Xbox comes in two flavors: 
green and black. A limited-edition clear 
Xbox was made, but even the box it came 
in sold for a few thousand dollars on 
eBay, and may you all have pity on the 
poor schmoe who shelled out that 
scratch for cardboard. Also, the 
“handsome looking” Xbox shown in issue 


“IF 'M TO BE A SHMUP CONNOISSEUR 
DON’T THINK IT’S A GENRE | CAN TOU 
AGAIN. IT SOUNDS LIKE AN ILLNESS.” 


#16 is the Friendtech Dream-X modded 
Xbox. It’s not sold by Microsoft, cannot 
log on to Xbox Live, and costs much more 
than a regular Xbox. 

As for Japanese Xboxes, they come in 
different colors and styles. But they play 
only Japanese Xbox games. For a cheaper 
way to improve your Xbox’s appearance, 
check out www.casewraps.com and 
www.designerskins.com. 


GROK SHMUP? 

Thanks for the big article on Dead or Alive 
Ultimate in your July issue (#16). However, 
cool as the article was, it still hasn't answered 
the one question I've got, which also happens 
to be the one thing that for me (and, | 
suspect, many other Dead or Alive players) 
could really make or break the game. Is the 
fighting engine the Dead or Alive 2 engine, or 
have they made Dead or Alive 3-style 
mprovements? Are the buttons analog (as in 
three), or am | just going to be playing a 
rehash of the game | loved on Dreamcast 
yes, | realize the developers worked from the 
PlayStation 2 version, but I've never played 
that version of the game), with better 
graphics, more costumes, etc.? 

Frankly, the graphics don’t matter at all if 
the fighting isn’t there, and although the 
fighting in 2 was good, 3 really took it to a 
whole new level. Should | even bother with 
this game or wait for Dead or Alive 4? 

On another note, “shmups’”? XBN reviewer 
Jonti Davies would do well to put the crack 
pipe down. I've been playing this genre, 


BLOGGING FOR DUMMIES: 


Five easy steps to creating a blog on 1UP. com. 


So what’s the deal with all this -- 
hype about the biogs on the new 
1UP? And why should you start one 


yourself? Listen up, young grasshopper. 
1UP is a space. for gamers. Everyone has 


a voice on the new site, and blogging 
lets you spout off soliloquies about 
games, life, or how great Greg Orlando 
looks in his new blazer. It’s a place 


where other gamers can read and learn 


about you. And if you don’t know how, 
check out the five easy steps below: 


Go to http://my.1UP.com/ and.log in 
or sign up for a free 1UP account. (If 
you're already a member of 1UP, all the 
better.) 

2. Once in your profile page, scroll down 
to My Journal and click on Post-a New 


which I've always known as top-scrolling 
shooters (see also: side-scrolling shooters) 
since the days of Space Invaders. Until 
Davies’ Castle of Shikigami 
page 93), | had never eon them called 
shmups. I've loved the genre for decades 
now, but if I'm to be Known as a shmup 
connoisseur, | don't think it’s a genre | can 
touch again. It sounds like an illness. 

ds 


OK. Believe it or not, Dead or Alive 2: 
Hardcore on Xbox utilizes the Dead or 
Alive: Xtreme Beach Volleyball engine. 
The game has been improved, with new 
graphics and three new types of moves 
for all the characters. Also, reviewer 
Jonti Davies has a severe phobia of the 
letters “E” and “O,” which explains how 
“shoot-em-up” became “shmup.” 
Between the occasional pain-wracked 
sob, Davies thanks you for bringing up 
such a painful issue. 


XBN ADDRESSES ISSUE 
My parents gave me an Xbox for Christmas 
back when it first came out. | was ecstatic. 
Halo blew my mind, and Dead or Alive 3 killed 
my fingers. The problem is that my Xbox 
rarely works for more than 30 minutes. 
Whenever | play for an extended period of 
time, the Xbox starts acting up and says that 
it cannot read the disc. 

| talked to Microsoft's customer service 
department, and they told me that since 
the Xbox was no longer covered by 


Topic and. start typi away. 
Use standard HTML tags to format: 


your text.For example, type <P> for = 


paragraph breaks or <b> to bold 
something. . 


To include | images in your biog entry; | 


post them to your 1UP image gallery (or 

- your own space elsewhere) and then 
reference them with an HTML re 

_ tag: <img sre="image URL”>. 

Double-check your text for errors (if 

it’s not clean, don’t even think about 

_ having Cindy read it).and then just click 
the Submit button. Check your personal 
page again, and-you’'ll see your blog 
entry posted! - 


Now get blogeingt And make sure you 


look for our blogs, ‘too—especially Che's. 


iew (issue #16, 


a gs meme 


warranty, | would have to send it in to have 
t repaired—at a cost of $90. | tried to get 
them to replace it free of charge, but to no 
avail. Now | just read XBN and imagine that 
the coaster on my table can actually play 
Halo 2 when it comes out. | know that disc 
error Is a common problem, so why hasn't it 
been addressed? 


Allow XBN to address this issue: Stuff 
breaks. Warranties are limited. Once the 
warranty expires and the stuff breaks, 
you have to pay cash-type money to get 
it repaired. 


KICKS ARE FOR KIDS 

Lettertron 8850: 

| read your response to Kevin Creedy’s 
questions on the N.U.D.E.@ game (issue 
#16), and then | flipped through pages of 
Xbox Nation, with most of its pages showing 
games of violence. While you think Kevin 
might have “creepy” kicks, those who enjoy 
games of violence, including fighting and 
killing games, have just as creepy kicks, if not 
more—it Is just a different twist. Well, 
different strokes for different folks! But | 
think Xbox Nation's doing a disservice to its 
readers if it is biased in its game coverage. 

P. Ip 


Well put. But in XBN’s defense, N.U.D.E.@ 
is, in fact, sort of creepy. Even a black and 
soulless Lettertron 8850 can see that. 

And coming soon: N.U.D.E.@, the review. 
No lie. // 


Register Now! 
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My Journal 

Blogging for Dummies: 

Five easy steps on how to post a blog on 1up.com 


1) Go to http: //my. lup.com/ and log In or sign up for a free 
account. (If you're signing up for an account, you just need to 
your ermal! for a confirmation email.) 
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FANTASY 
OFFLINE 


As you 
probably 
already know, 
True Fantasy 
Live Online has 
been canceled. 
Are you guys 
as pissed as | 
am? | was sO 
looking 
forward to the 
game, but now 
my dreams 
have been 
crushed by 
Microsoft. 
Sebastian 
Amunategul 


After an 
extended 
bathroom 
break, the 
XBN staff is 
now filled 
with naught 
but vinegar. 
Rest in peace, 
True Fantasy 
Live Online. 
We hardly 
knew ye. 


Fun fact: The 
only canceled 
Xbox game 
ever featured 
on the cover 
of XBN was 
True Fantasy 
Live Online. 
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BROADBAND AND DIALUP 


Mad for 
MADDEN? 


Get it here. Get it first. 
Stores open till midnight on August 9th° 


Free Madden Playbook 


Get more than $200 in great 
coupons when you buy Madden ‘05 
for $49.99—only at Game Crazy. 


Why you'll be mad for Game Crazy: 


> World's largest selection of NEW, USED 
and CLASSIC games and consoles 


>» Try ANY game before you buy 
> Get more for trades—guaranteed! 


>» Pre-order any game for only $5 and 
get a free game rental 


> Always 12 free rentals at Hollywood Video® 
(a $72 value) with any new console 


Hit for a store near you. 


* Select stores only. 
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WHAT HAVOK HATH WROUGHT 


WHAT HAVOK 
HALA WROUGHT 


Physics IS Changing the Waly games are made—and played 


Max Payne hurls a grenade at 
% three gangsters—BOOM—and 

they pirouette in glorious, grisly 
slow motion before they hit the floor, 
each awaiting his chalk outline in a unique 
pose. Nanotech-enhanced agent Alex D 
shoots some hoops mere moments 
before fleeing from a disintegrating 
Chicago. When Alpha team’s rifleman 
snipes two hostiles in a second-story 
window, one falls backward into the room 
while the other slumps over the 
windowsill like a sack of flour. Believe it or 
not, all three of these memorable gaming 
moments—from Max Payne 2, Deus Ex: 
Invisible War, and Full Spectrum Warrior, 
respectively—were made possible by a 
single company: Havok. But Havok doesn’t 
make games—it makes the physics 
engine that makes games better. 


Nearly every 3D game emulates the real 
world to some degree, at a minimum 
simulating gravity and some simple collision 


to prevent supposedly solid 
objects from passing through each other. 
Traditionally, each title’s programmers must 
figure out their own way to mimic reality, 
tailoring their naccaane to the game's 
needs and the limitations of its target 
console. That wasn't such a big deal in the 
Tomb Raider era, when games were 
technologically and artistically simpler, but 
these days gamers expect a lot more 
interactivity and realism from their 
entertainment. Reinventing the wheel (or 
rather, how the wheel rolls) for each project 
has become increasingly inefficient, with 
regard to both cost and performance. 
Anticipating this trend, Steven Collins 
nd Hugh Reynolds founded Havok in 1998. 
hey gathered a team of mathematicians 
nd programmers and took a hard look at 
he physical modeling that convincing 
rtual worlds are built upon, things like 
gravity, momentum, friction, and especially 
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“PHYSICS MAKES GAMES MORE FUN. 
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hat are common to 

ame. They tackled the task as a 
eering problem. 
any particular game or genre. The result is 
highly efficient, ridiculously customizable 
engine for every major videogame 

, which any developer can license 
egrate into its own code with 
ease. That—in a nutshell—is Havok. 
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PHYSICS VS. GAME 
DYNAMICS 
The main thing Havok’s technology offers is 
a solid set of rules that determines—in real 
time—how objects should react to each 
other. But the true opportunity that Havok 
physics offers is “not just about knocking a 
bunch of objects together, but how 
developers want to use these objects in a 
game environment,” Herman Kaiser, the 
company’s vice president of sales for North 
America, says. Everyone at Havok has a 
keen sense of the difference between 
simple physics, which makes a game more 
realistic, and what they call “game 
dynamics,” which makes new ways of 
playing that game possible. 

For instance, if an enemy is shot and 
killed at the top of a staircase, his corpse 


will tumble realistically down to the bottom. 


That's physics. Steve Cooper, Havok’s 
director of marketing, gives an example of 
game dynamics: “In Psi-Ops, you can 
levitate a plane and then stand on top of it 
to cross a gap. Once the physics Is in the 
game, It’s not that big of a leap to figure 
out that if | stand on this and pick it up, I'll 
be able to move it around with me on top. 
So Havok allows for different levels of 
creativity, because you can do things you 
wouldn't have thought of doing [without 
the physics engine]”—perhaps even things 
that the developers didn’t anticipate. 
Of course, clever developers can 
anticipate a great deal. They can build 


opportunities for game dynamics into their 
titles and let players choose how to play. In 
Deus Ex: Invisible War, a frontal assault 
tends to be the most obvious way to 
achieve a goal, but the physics system 
provides alternatives, such as stacking 
crates In order to reach a ventilation shaft 
and avoid a bunch of tough enemies. In the 
Half-Life 2 demo at E3 2003, which offered 
many gamers their first glimpse of game 
dynamics like these, Gordon Freeman tips a 
dumpster off a building’s roof, crushing 
multiple enemies below, before barricading 
a door with furniture to slow down the 
aliens chasing him. Havok physics is what 
makes tactics like these possible. 


WHAT HAVE YOU DONE 
FOR US LATELY? 


At the company’s headquarters in Dublin, 
more than a hundred engineers work 


+ 


tirelessly to improve upon Havok’s 
technology. Kaiser says, “We have to 
anticipate developers’ needs, but a lot of 
that Is built on listening to what they're 
saying now, and the No. 1 thing they ask 
for is always better performance. ‘Let me 
manage memory better, do more 
collisions—be faster, be smaller.” 

Part of Havok’s strength Is its 
portability—that Is, it runs on any console a 
developer could possibly want to make a 
game for—so making sure it has a version 
of the physics engine for future game 
hardware Is a priority for the company. A 
full year before the anticipated U.S. debut 
of Sony’s PSP handheld, Havok announced 
that its technology will run on it. You can 
bet the farm that it'll have the system up 
and running for Xbox Next, too. XBN can’t 
confirm this (yet), but don’t be surprised if 
Havok physics powers a few launch titles 
for Microsoft's second console. 

But that’s just the obvious stuff. The 
team's researchers are also working on 


YOU CAN REPLAY PSI-OPS OR DEUS EX 2, 


AND BECAUSE THEY’VE GOT PHYSICS 


YOU CAN PLAY THEM DIFFERENT WAY 
—HERMAN KAISER, HAVOK 
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WHAT HAVOK. HATH WROUGHT 


Havok treated XBN 
to an impressive 
demonstration of its 
physics technology, 
as seen above. The 
poor souls spawned 
endlessly from the 
sky, sliding, tumbling, 
and clumping 
together in little piles 
with eerie, hypnotic 
grace. Well... maybe 
you just have to see it 
in action for yourself. 


some fascinating technical problems. 
According to Evin Levey, one of the product 
managers (that is, developer liaisons) at 
Havok's San Francisco office, they're 
working on ways to “take us away from that 
bag-of-bones rag doll toward more realistic 
behavior.” For example, “When a character 
gets shot, you don’t want to turn on the 
[rag doll] physics immediately—unless he 
gets shot in the head. You want to see him 
put his hands to the wound, maybe fall to 
his knees, and then feather in the rag doll 
[as he collapses]. Or if a guy gets knocked 
out, but he regains consciousness later and 
has to stand back up...if he got knocked 
out on a pile of crates or a staircase, 

you've got a really difficult problem of hand 
and foot placement and how to make it 
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look natural 

But as much as they champion game 
dynamics, Havok’s engineers realize that if 
things get too dynamic, it could cause big 
problems. Levey says, “Suppose we need 
this tower to fall across the river every 
single time so you can advance to the next 
section of the game, but we don’t want to 
have it fall the exact same way every time.” 
The company researches how to set up an 
event like that one so that it always meets 
a certain requirement while still being 
dynamic—and somewhat unpredictable. 

“Gamers have very discerning appetites,” 
Kaiser says. “They constantly expect the 
next visual leap, the next level of 
interaction in any sort of gameplay, So we 
have to continue to provide that.” 
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ince the engine's inception, Havok has 
uickly made a name for itself as the best 
hysics engine around, garnering numerous 
wards from the development community 
nd praise from world-class gamemakers at 
Blizzard, Valve, and lon Storm. But that’s only 
half of this success story. “We're heralded 
here for our support,” Cooper says. The 
company assigns a liaison to each game that 
uses the physics engine so that when a 
programmer has a question about how to 
use the system or how to integrate it into 
existing code, he has a go-to guy at Havok to 
call. Kaiser says, “We try to have a personal 
relationship with every client. We try to send 
out a guy to put a face to the name.” 

In fact, when important milestones are 
approaching, Havok will occasionally send 
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the assigned engineer to the developer’s 
offices, where he'll work with the team 
for a week or two to make sure 
everything runs smoothly. Levey says: 
“You've got to go the extra mile every 
single time. And that’s what we all enjoy 
SO much about it.” 

Predictably, this personal approach has 
been a big hit with developers. Kaiser 
comments, “It speaks to our success that 
we have a lot of repeat teams that have 
shipped a game [with us] and are now 
licensing Havok for a second or third title.” 
Indeed, Havok physics was part of 10 games 
at last year’s E3. This year, it was in 30. 

Not only does Havok’s technology make 
games more fun, It makes them less 
expensive and less difficult to develop, too. 
That's good news for everyone—Havok, 
game developers, and game players. 


‘Havok’s physics engines — 
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TOP 10 CHARTS // U.S.A. // U.K. 


Spider-Man 


Live: No Release: 07/04 Score: Seven 
What we said: “The web-slinging parts of the 


JAPAN 


XBOX BEST-SELLERS (AS OF JUNE 2004) 


game are brilliantly done... Yet on the ground, 


the game looks and feels remarkably ugly.” 


GLLT ae 


Live: No Release: 06/04 Score: Five 
What we said: “It’s a real shame DRIV3R feels 
so unfinished and unrewarding.” 


Live: No Release: 06/04 Score: Eight 
What we said: “Warrior shines when the level 


designs challenge your reflexes and wits.” 


Live: No 

Release: 06/04 
Score: Nine 

What we said: “...lays 
to rest, once and 
for all, the adage 
that movie-licensed 
games must suck.” 
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Live: No 

Release: 11/01 
Score: Ten 

What we said: “Halo 
is, in a word, 


Live: No 

Release: 06/04 
Score: Eight 

What we said: “...that 
rare release so 


Live: Yes 

Release: 06/04 
Score: Four 

What we said: “After 
several hours, 


Live: No 
Release: 06/04 
Score: Three 


Live: No 

Release: 06/04 
Score: Eight 

What we said: 
“Herein lies the true 


Live: Yes 

Release: 03/04 
Score: Nine 

What we said: “Pan- 
dora Tomorrow is, 


insanely great. Do packed with you'll start to feel What we said: “Con- art of war, done without a doubt, the 
it up.” potential that the like it’s all some sider this a horrible very well, thank best pure stealth- 
sequel is an already lifeless G.I. Joe trip down memory you.” action game today.” 


exciting prospect.” playset...” lane and repress it.” 


It’s like America, only with more tentacle porn! 


Cor round the wickershams, matey! 


Lam3 Detrimentally challenged 


Automatic weaponry for the people Nothing but blue skies! 


Soccer! We hardly knew her! God out of the machine to shoot stuff 


Cellular technology rules Ring around the Xbox 


| Ogre the hills and far away Out of the black and into Tenchu 


Ninja Gaiden Hurricane Pack Vol. 1 
provides two new costumes for Ryu | 
Hayabusa, a new camera system, | 
improved A.|, and a new weapon. All for 
free online, because free is good. | 


Snooker? We hardly knew her! Heavy metal. 


Revolver! Oh dear lord, we apologize. Silent but deathly 


Post-operative Most alive with huge gazoombs 


As it turns out, Oddworld: Stranger is the 
belle of the ball, dumped by the heartless 
BMOC on prom night, only to be rescued 
by a knight in shining armor. 


You know what else is deadly? Poison. This isn’t a real game, is it? 


This is Tom Clancy’s Tom Clancy’s blurb Guilty as charged 


Numbers courtesy of Media Create [m-create.corm] 
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Is the nouse of Turok close to extinction? 


Founded in 
1987, Acclaim 
Entertainment, 
Ine. maintains 
offices in the 
U.S., Europe, 
Australia, and 
Japan, with six 
software 
development 
offices located 
in the U.S. and 
the U.K. 
Currently the 
company 
develops and 
publishes for all 
three consoles, 
Nintendo Game 
Boy Advance, 
and PC CD-ROM. 
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After the wave of grim financial 

news involving Eidos, Take-Two, 

and Interplay, the latest publisher 
to find itself in dire straits is Acclaim 
Entertainment. Once a permanent fixture 
in the gaming landscape, the Long 
Island-based company now faces the 
possibility of bankruptcy if it can’t secure 
a new line of credit. 

That's the highlight of Acclaim’s financial 
report for the fiscal year ending in March 
2004. Acclaim’s current line of credit with 
GMAC Capital Financing expires August 4, 
and at press time, the publisher has yet to 
announce the results of negotiations with 
an undisclosed replacement. Acclaim 
definitely needs the money. Even after 
heavy spending cuts, its operations lost 
$56.4 million over the year. 

Compounding the pain, one of Acclaim’s 
biggest fall releases Is tied up in legal 
trouble. BattleBorne Entertainment, 
developer of Combat Elite: WWII 
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Paratroopers for PS2 and Xbox, claims that 
Acclaim violated its development 
agreement and has attempted to dissolve 
the deal between the two companies. A 
temporary restraining order now prevents 
the game's release until the New York 
courts sort things out. 

Two of Acclaim’s more valuable licenses 
are also the subject of legal disputes. The 
Major League Baseball Players Association 
and Classic Media (the owners of the Turok: 
Dinosaur Hunter character) both allege that 
Acclaim has failed to make good on back 
royalty payments, and they've yanked their 
respective properties away. That means 
the All-Star Baseball and Turok franchises 
are on hold for the foreseeable future, 
although Acclaim disputes both allegations 
of nonpayment. 

All this (in addition to an ongoing lawsuit 
from shareholders alleging illegal 
manipulation of its financial results) leaves 
Acclaim in a tight spot. It’s posted 


increasing losses for three years, last 
turning a profit in the third quarter of 2002, 
and its stock has been dropped to the 
NASDAQ small-cap market, where its price 
Is kicking around below 50 cents a share. 
As of March 31, the end of its last fiscal 
year, the liabilities on its balance sheet 
outnumbered assets three to one. When 
queried about its current state of affairs, 
Acclaim’s response was predictably 
uninformative: “At this time, please be 
aware that we are not commenting beyond 
(the 10k and press release).” 

This fall, however, Acclaim still has a few 
chances to turn itself around. The Red Star 
(inspired by the comic series) is developing 
some buzz, and Acclaim can reap some 
ewards from its international publication of 
nXile’s The Bard's Tale, although the street 
‘acer Juiced looks like it’s cruising for a 
bruising from EA’s and Rockstar’s 
competition. Time will tell if that’s enough 
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to keep things afloat for another year. 
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Sexual Themes 
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FOR EVERY CHOICE, A CONSEQUENCE. 


What if the choices you made had everlasting repercussions? Your every action would immediately affect your 
Fables are the same. What will yours be? 


appearance and change the way people perceive you. Would you wield a sword in the name of virtue, create a path 


of evil with spells and treachery, or become something in between? Before you create your destiny, know this: no two 
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FORGE T- 
ME-NOTS: 


09. 06. 04 
Like every other 


day, many of 

_ the hardest- 
working folks 

_ will labor at the 

usual place 
today—work. 

_ For the rest of 


_us, it’s off to the : 


- mall to drop our 
-cash at one of 
the thousands. 
of sales before 

heading to the 
- mandatory — 
afternoon 

_ barbecue. 


09.09.04 
Has it really 
only been five 
years since we 
all lined up early 
in the morning 
_ togetour — 
- DreamcastS? 
_ Play Panzer 
- Dragoon and Jet 
Grind today in 


honor of Sega’s — 


passing from 
the hardware 
world. 


O Q G 8 WEDNESDAY 


mw ADVENT RISING 


PUBLISHER: MAJESCO // DEVELOPER: GLYPHX GAMES 


A great sci-fi action 

= game needs more than 
eye candy. A story 
penned by sci-fi author 
Orson Scott Card may 
give Advent Rising 
the brains to match. 
Add psychological 
thriller Silent Hill 4 to the shopping 
list as well. Also available today: ESPN 
NHL 2K5, Guilty Gear X2, Juiced, 
Red Star, and Test Drive: Eve of 
Destruction. 


@ Q 15 WEDNESDAY 


wa NAL 2005 


PUBLISHER: EA SPORTS // DEVELOPER: EA SPORTS 


a. .- Will NHL 2005's or 
ua 4, ESPN NHL 2K5's 
head-to-head games 
on Live be the closest 
4. we come to seeing 

¥% competitive hockey on 
@.. |V this season? Come 
= On, guyS—work It out 
and get the game back on the ice. Also 
out today: Trigger Man, courtesy of 
publisher Crave. 


O Q ' 2 2 WEDNESDAY 


m2 MEN OF VALOR 


PUBLISHER: VU GAMES // DEVELOPER: 2015 


This year might require 
a special category just 
for Vietnam games. 
MOV takes to the 
ka jungle first-person 
e style. Developer 2015 
My proved it’s able to turn 
up the heat with 
Medal of Honor: Allied Assault. 
Play the intense solo campaign or 
engage in co-op battles on Live, 
including a healthy selection of jungle 
and urban maps for deathmatch. 
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6 Q 0 Gg THURSDAY 


wa BURNOUT 3: TAKEDOWN 


PUBLISHER: EA GAMES // DEVELOPER: CRITERION 


= XBN reminds you to 
= blink every so often 
when playing Burnout 
3. Otherwise, you might 
-« have to peel your eyes 
s off the screen after 
Bs knifing through 

— oncoming traffic at 
speeds so fast the back end of your car 
Starts to leave a smeared trail of color. 
As veterans of more than. a couple cat- 
and-mouse games online with PGR2, 
we Can't wait to get this one on Live. 


U Q : 16 THURSDAY 


ma GALLEON 


PUBLISHER: ATLUS // DEVELOPER: CONFOUNDING FACTOR 


When Galleon began 

m development as a PC 
game back in 1998, 
being the man behind 
Lara Croft’s magic was 
a good thing. Six years 
later, that reputation 

™ carries less weight as 
Toby Gard’s ship finally makes It to port 
on Xbox. Other choices include bringing 
home |CP in Backyard Wrestling 2: 
There Goes the Neighborhood and 
cueing up Pool Paradise. 
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PHANTOM DUST (import) 


PUBLISHER: MICROSOFT // DEVELOPER: MICROSOFT 


“yg \While everyone else 
@ wonders when or even 
__» if Phantom Dust wil 
} make it here, you crazy 
Xbox import owners 
“can grab the Japanese 
wa version released today. 
| © © Granted, playing online 
might prove next to impossible, but 
with more than 200 single-player 
missions, you'll have plenty of skill 
collecting and psychic brawling to keep 
you off the streets for a few days. 


O Q 10 FRIDAY 


m2 RESIDENT EVIL: apocatypse 


FORMAT: THEATRICAL // STUDIO: SCREEN GEMS 


‘@ Why hassle with those 
&§ notorious controls and 
Mi!) camera angles when 
s' you can sit back and 
#., watch the best part— 
Ream that’s, uh, the story—in 
air-conditioned 

. comfort. Jill Valentine, 
played by Sienna Guillory, joins Milla 
Jovovich’s Alice character as they try to 
escape from the zombie-overrun 
Raccoon City—with a chain-gun-toting 
Nemesis hot on their trail... 


O9 21 tuespay 


m O1TAR WARS BATTLEFRONT. 


PUBLISHER: LUCASARTS:// DEVELOPER: PANDEMIC 


» Mark September 21 as 
erg something of a Star 
‘Wars Christmas Special 
Gow (or young Padawans: - 
- everywhere. Arriving 
today are both Star 
Wars Battlefront, 
which pits players in 
32- "ple battles on Live, and the DVD. 
editions of the original movie trilogy. 
Any leftover funds can be applied 
toward Shark Tale, Tiger Woods 
PGA Tour 2005, 0; Second Sight. | 


O Q : 2 | WEDNESDAY 


ma ONK VS. CAPCOM 


PUBLISHER: SNK // DEVELOPER: SNK 


Old-school gamers 

& rejoice: Street 
Fighter Anniversary 
Collection and SNK 
vs. Capcom: SVC 
Chaos [it the street. 
Too old-school? Then 

8 choose from 40 hip- 
hop celebrities fit for some backstreet 
fighting in Def Jam Fight for NY. 
Also out: Dukes of Hazzard: Return 
of the General Lee, Rocky: 
Legends, and Crash Twinsanity. 
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VIEW: MIKE FISCHER 


Mike Fischer is no stranger 

to the Japanese market, 

having worked previously 
at the Japanese headquarters of 
Sega and Namco. But his new 
position as director of marketing 
for Xbox in Japan is probably 
culpable for a whole new slew of 
headaches. At Microsoft Game 
Studios’ press conference in 
Tokyo, Fischer agreed to answer 
some difficult questions about the 
quagmire of Xbox in Japan. 


MIKE FISCHER: In the short term, | 
think we’re trying to bring as many 
unique games to Japan as we can. 


And to try to get as many people as. 


possible to try an alternative to the 
usual suspects in the market. We 


know we are not going to overtake 
anyone in sales this generation. 
Nevertheless, we’ve crept up on a 
half a million units. I’m very happy 
about the innovation we’ve been 
able to bring to the market that 
even its own top creators admit is 
lacking a lot in innovation today. 

Long term, we’re committed to 
this market. And we eventually 
plan to become a leader in [it]. | 
think that our willingness not only 
to bring great games to Japan but 
also to bring and promote them like 
we are today is evidence that we’re 
not going to stop until we're a 
winner here. 


FISCHER : Innovation...whether it is 
innovation in software with 


FISCHING FOR ANSWERS 


features like Xbox Live, not only for 
head-to-head play and voice chat, 
but also with downloadable 
content. It’s also technical 
innovation like you’ve seen with 
video chat, and a lot of the times, 
it’s just technical excellence like 
you've seen in games like Forza 
Motorsport and Halo 2. But | like to 
think that we really represent the 
greatest force in innovation in the 
market today. 


FISCHER : Well, it would be nice to 
have a few more RPGs. The good 
news is that we have games like 
Sudeki, Fable, and Jade Empire 
coming to Japan. Now, | realize 
those are not RPGs along the lines 
of the very traditional Japanese 
RPGs, but there are epic stories and 


“AT THE END OF THE DAY ere IN THE 


SOFTWARE B 


| a) 


BUSINESS 
REGARDLESS OF THE 
LOOK OF THE XBOX 
EVALUATE US ONO 


fo. T 
WE WANT 


U 


DI THINK THAT 
HE PEOPLE 


AND THE 
OPLE TO 


RSOFTWARE” ——— 


epic experiences that | think the 
Japanese will respond to. 


FISCHER : [Sarcastically] I've never 
heard that before! Really? OK, it’s 
very big and very black, and we 
know that’s a problem for us. We 


_ had some fun with our “Dress up 


the X” campaign, where we hired a 
lot of designers to turn the Xbox 
into a work of art. But at the end of 
the day, we really believe that 
we're in the software business, and 
| think that regardless of the size, 
the shape, and the look of the 
Xbox, we want people to evaluate 
us on our software. 


FISCHER : To look at the situation 
from the opposite point of view, for 
years, Japanese anime had nothing 
more than a very small chic, 
hardcore market in the United 
States. Most people would pick up 
a videotape, immediately see it 
was anime, and put it down. Then 


Pokémon broke through, and Yu- 
Gi-Oh! broke through, and then 
the floodgates opened, and now 
you see things like Dragon Ball Z 
becoming enormously successful. 
If you look at the sales of Dragon 
Ball Z games when they first 
came to the U.S., they probably 
sold less than 100,000 units, and 
now they sell in the millions. All it 
takes is one breakthrough title to 
open the doors. 


FISCHER : We're working on it. 
[smiles] 


FISCHER : We haven’t made any 
announcements about that. 
Obviously, Level 5 is a group of 
creators that we have a great 
deal of respect for, and we have a 
great deal of respect for the work 
they’ve done thus far. So | would 
definitely like to keep the door 
open and to pursue any 
opportunities we have with them. 


FISCHER : We don’t have any 
specific publishing plans for the 
U.S. yet. It was really a game 
developed in Japan for Japan and 
other Asian markets. I'd love to 
see it come out in the U.S. 


FISCHER : No, not at all. We 
recognize there is a small but 
very avid fan base for Western 
games. The fan base is not 
enough to justify localizing all 
these games—not just for Xbox, 
but this would be true for 
PlayStation and GameCube, too. 
We decided to give the very 
hardcore, very loyal gaming elite 
an opportunity to play these 
games. Otherwise, these people 
would probably end up buying an 
imported hardware unit and 
imported software. There’s no 
reason to make them go through 
that. We try to bring over what we 
think are not only the best games 


for the World Collection, but also, 
in many situations, what the most 
unique and the most different 
types of experiences are. 


FISCHER : Well, as you know, 
[Dead or Alive Ultimate] was 
delayed. At this point, until a 
final, official date is set, there’s 
really not a whole lot | can add to 
that. Don’t worry, I'll get you one. 
[laughs] 


FISCHER : | feel that, to some 
degree, our great Western 
games have been tainted by a 
lot of poor-quality games from 
the West on other platforms. | 
don’t feel like there is any kind 
of artificial barrier here against 
Western games. Unfortunately, 
there is an unfair reputation for 
yoge—Western games—based 
on some bad experiences that 
people had many years ago, long 
before we were even in this 
market. But that’s a fact, and 
it’s our objective to stay in this 
market and to promote our good 
titles little by little, gamer by 
gamer to convince them that 
these games we bring over from 
the West are strong. On the 
same token, we are going to 
continue to develop games here 
locally with our own Microsoft 
Game Studios and through our 
publishing partners. We don’t 
want to be a yoge machine, but 
we look for any market 
opportunities for the first- 
person genre to break through. 


FISCHER : | moved here only 
about eight months ago, and it 
wasn’t a round-trip ticket! 
[laughs] | can certainly tell you 
that nobody is throwing in the 
towel. 


AC 


INTERVIEW: MIKE FISCHER // UNIM-PRESS CONFERENCE 


Xbox Japan General Manager Yoshihiro Maruyama. | 


UNIM-PRESS 
CONFERENCE 


Microsoft Game Studios shows off 
a Tew familiar faces 


Investors, retailers, and media gathered atop the Laforet Museum in 
&% fashionable Harajuku, Tokyo, to see what games Microsoft Game 

Studios would announce for the coming year in Japan. In a darkened 
theater, Microsoft showed off footage of 11 titles previously announced at 
E3, including Halo 2, Jade Empire, and Fable—games Microsoft hopes will help 
transform Japanese gamers’ incredulous impression of Western games. 

Microsoft also showcased two domestically developed titles, Phantom Dust and 

Blinx 2: Battle of Time & Space, with kiosks on display running playable versions of 
both games. Most left the press conference unimpressed. The usual spate of 
Internet rumors maintained that Microsoft might use the occasion to announce a 
new publishing agreement with a Japanese developer such as Square Enix or to 
unveil an XDox Live-enabled Virtua Fighter or Resident Evil. Instead, attendees 
walked away with a box of dorayaki (red bean pancake) sweets that featured 
Blinx’s whiskered visage embossed on each cake. // 
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a WAR-IT'S JUST A 
o sii. GAME, RIGHT? 


gear +" ys Peak Whatever reason, the world’s last 
. igen Sgt # at _ ptalinistdietatorship just can’t quite 
® +i ge S, te ame ‘ 
SHELLSHOCK SE qe eee ae = * muster a sense. Bpmer about 


ay | 
LIONHEADING HOME The game is apparently done and -f7/ 5. es 


After their odd detour through ready to ship, but Eidos is pushing ‘ 


" itsBlEA North: ‘Korean newspaper 
. fa fecently took Ashot at Ubisoft's 


Jaleco, where they worked on the back ShellShock: Nam ’67’s release "es . aa Be + - -Gligst Recon, 3\‘describing the 
strategy curiosity Goblin until September. Guerrilla’s gritty Nies << ‘ Re ae 4 upedmirig Shiedter—which posits a 
Commander, brothers Ron and Chris Vietnam War third-person action 5 “NES Ss 5 = 3 % atsfuture conflict 
Millar have found themselves more game would apparently sell better a . i: .igplving China, North Korean 
accommodating digs at Lionhead in the more active fall shopping ss ; z 2 os st ‘hardliners, and American Special 
Studios. The two former Blizzard season, or at any rate, that’s Eidos’ = Se or Foices~as evidence of American 


ae ““hatred.” “This may be just a game 
s = to them now, but a war will not be a 


me game for them later,” read the online 
. ee *"* Tongil newspaper. Maybe they’re just 


official line. The delay comes amid 
more iffy financial news for the 
U.K. publisher—the delay lowered 
its performance targets for the 


Entertainment staffers (once 
employed on titles ranging from 
Warcraft Il to StarCraft: Ghost) are 
now in design and production roles, 


respectively, at Peter Molyneux’s year, and buyout rumors continue . ~Sis sick of losing to their southern 
U.K. design house. to swirl. : oe a neighbors at Counter-Strike... 
.* $F 
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rae This month has been all about the — unprepared for what happened a couple of weeks later. Criterion at 
ee speed. No, I’m not confessing to Games’ Burnout 3: Takedown is a revolution in racing. Having ee 
ae some sort of newly found affinity —_ played the second installment, | assumed that I'd seen it all 
rise: for narcotics; | am of course referring to before. “Hey, it’s just Burnout 2 online with better A.l., right?” No, le 
oo ; racing games. It’s well-known that us sir. Burnout 3 is the meanest, dirtiest, and quickest game ever ts 
es Brits know a thing or two about making made. To top all this off, it has the wonderfully colorful tone of - 
at racers, and now several new titles are RalliSport 2 with the polished detail of Project Gotham Racing 2. rae 
on springing up from our illustrious studios. And that was just the PS2 version. After a good three and a half ae 
ve The first treat of the month occurred hours’ worth of play, | still couldn’t believe that the game was sos 
om when | took a trip up to London to see running on a PS2, but after seeing the Xbox version, it became all ; : 
a OutRun 2 running loud and proud on one too clear that Burnout 3 was about the most attractive, a 
nad of Sega’s Xbox debug units. Although adrenaline-pumping game I'd ever witnessed. After all, how many “s 
aan much of the new single-player mission games leave you physically trembling after only an hour’s play? 7 
ne mode was still missing, the arcade build It wasn’t until later that the greatness of the game hadtimeto _: : 
iB was extremely solid and quite sink in. Upon arrival, Richard Burns Rally was playing alongside Mae 
rae frighteningly addictive. Powersliding DRIV3R in what could only be described as a very dark place. The «= 
ye around such lush environments at the sort excessive realism of the former makes it one of the dullest ee 
nae of pace you’d expect from a Ferrari really games of the year, whereas the shoddy nature of the latter rs 
nes Andy Hartup brings a smile to one’s face, especially in an age in which each makes me wonder where all that development time went. Don’t = 
lie : developer seems content to try and “out realism” the next man. be fooled by the imitators, Xbox will be receiving some top-notch ~—_: = 
oie News Editor Hey guys, sometimes we just want to play games for fun... racers at the end of the year—thanks to some talented U.K. dev- ~ 
--- KBM After leaving OutRun 2 with a spring in my step, | was quite elopers—that will cater to every speeding bone in your bodies. a 
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es Tt re are more fun developments in 
, * ’ the ongoing saga of ex-Capcom 


man 7 : producer Yoshiki Okamoto’s new 
BLACKS 86’D % vets 4s ."%: development company. Game 
Starfleet Command developer * -*- oi P 7. Republic, the name Okamoto finally 
Taldren is packing up for an — coe Lee settled on, announced that it’s 
oe od. et 9 ae es : 
destination, and it’s leaving t “eke $563 Thee ae .wotking on projects for several 
Xbox and PC sci-fi action gam . "e foe. EAS “difents, including Sony Computer 


Black9 behind. Taldren’s Web * 
forums abruptly closed in late Ju 
after several postings reported the 
CEO Erik Behnke was taking seven 
staffers off to South Korea to work *" 
on a new MMORPG. Black9, 
supposedly on indefinite hold as of 
April, was actually the victim of a 
quiet cancellation by would-be 


Entertainment, Namco, Bandai, and 
‘Microsoft. Meanwhile, another 
longtime Capcom veteran has set 
off on his own as well. Noritaka 
Funamizu, producer of games 
ranging from Street Fighter Il to 
Monster Hunter, is now the head of 
his own small indie developer, Craft 
and Meister, alongside fellow Street 
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oy you'created Pac-Man, you can tS. 
“piobably g get away with whatever Ney 3 : 
career you choose, and Namco’s ee ak 
Toru Ilwatani is apparehtly cligdging 
academia. Part- time, anfiiay—he’s =: 


publisher Majesco last September. 
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Fighter vet Katsuhiro Sudo. 


~ 


a 


accepted a positi 
professor of character lesign 
studies at the Osaka University Of, sane 
Art, starting next-April. tia wi F 


Pd ‘. Cd 
focus on the gaming arm m of the ~:, Se So re 
program, delivering lectures hire ¥ 
alongside comic artists, animation dhe wp 


professionals, and other survivors of 
the Japanese entertainment 
industry's eternal search for cute, 
catchy, cultural icons. 
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TOKYO TRIBE: XBOX IN SAPAN | 


The August issue of Famitsu Xbox marks the fourth 
time Dead or Alive has made the front cover in the 
peas past year. Granted, it’s not Microsoft that decides 
<2: what will make the magazine’s cover; the choice is with 


==. Famitsu’s publishing company, Enterbrain. But it is Microsoft’s 
‘=i! responsibility to get the word out to the public and members 
=: of the media that Xbox is more than just Team Ninja and the 
‘s* nubile girls of Dead or Alive. 

fas The most regrettable thing about Dead or Alive Ultimate co- 

| ; : ; opting this month’s cover is that America’s 800-pound gun- 

«s toting gorilla, Grand Theft Auto, is hitting Xbox on July 29—so 
ees far without a yen spent on advertising. 
pee AST FACT All the while, the PlayStation 2 version of 
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The number of 
games available to 
Xbox owners in 
Japan to date. 


Grand Theft Auto: Vice City is making 
headway in the Japanese market. 
Backed by an aggressive marketing 
campaign and a strong push from 
magazine editors, Vice City has so far 
gunned down its summertime 
competition with nearly half a million 
copies sold to date, becoming the best- 
selling game of June and statistically 


proving that quality Western games can 
indeed gain traction in the fickle 
Japanese market. 

Japanese gamers with a curious 
interest in this new “GTA thing” would be 
wise to wait one more month for the 
Xbox Double Pack. As XBN readers most 
likely already know, not only does it 
include both Grand Theft Auto Ill and 
Vice City, it also boasts better graphics 
and supports custom soundtracks. And 
at 7,600 yen, Japanese gamers can get 
both games for about the cost of one of 
the games on PS2. But who can blame 
Japanese gamers? They don’t know 
what’s coming out July 29. Isn’t that 
what marketing is for? 

In a recent interview, Mike Fischer (see 


page 28) commented that yoge (Western games) are one of 
Xbox’s biggest strengths in Japan. Why not play to that 
strength and push the biggest game series to come out of the 


West so far this century? 
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CAN YOU SEE ME NOW? 


Sometimes Japan gets all the 

cool stuff. NTT Docomo’s new 

900 series cell phones run some 
beefy hardware, enabling live video 
broadcasts that were put to full use for 
Microsoft’s Crimson Skies King of Sky 
online tournament. 

A pair of hired models logged on to 
Xbox Live from Tokyo to play with the 
very top players of Microsoft’s popular 
shooter from around the country. Not 
having to settle with just listening to the 
female idols, players with 900 series 
phones could watch a live feed of the 
talent while they played. Fortunately, 
the hired help couldn’t see the faces of 
the best Sky Kings Japan has to offer. 


Cementing its status as the 
surefire blockbuster of the year, 
Microsoft’s ace in the hole— 
Halo 2—is currently making its big- 
screen debut. Joining the illustrious 
ranks of such console releases as 
SquareSoft’s Final Fantasy XIl, Crystal 
Chronicles, and Electronic Arts’ Lego- 
based Bionicle, Halo 2 is getting the top- 
bill treatment, with a special theatrical 
trailer being screened in more than 
1,500 Loews Cineplex theatres. 
The trailer—courtesy of The 
Ant Farm— 
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HALO GOES HOLLYWOOD 


ASK ITAGAKI! 


has been screening prior to such high- 
profile films as Aliens Vs. Predator, 
Catwoman; |, Robot; King Arthur, Spider- 
Man 2; and The Village. While no 
statistics were available at press time, 
given the game’s rabid cult following here 
in the States, it’s a safe bet that not 
since the Star Wars: The Phantom 
Menace preview has a single trailer—for a 
game or otherwise—driven so many 
die-hard “enthusiasts” to the 
theater to bask in a mere 30 
seconds of orgiastic fan 
service. 


Q: What would you most like to be remembered for? 


Q: Do Japanese game developers ever get together for secret 
Japanese game developer parties? My friend says he saw some 
video on the Internet...is he lying? 


Q: What's the best way to ask a woman out? 


Q: Do you ever get recognized on the street by fans? 


Q: Please settle this dispute my friends are having: Is Ryu in the 
beginning of Ninja Gaiden an actual person or just a really good 
CG rendering? 


Q: Believe it or not, I’m a girl, and | like to play videogames— 
although not violent ones like yours. Now I’m not bad-looking, 
but boys seem to shun me when I try to reach out and talk with 
them about GTA, Final Fantasy, or whatever—why don’t they like 
me? Aren't |, like, totally every teenage boy’s fantasy? 


Q: What do you think of Konami’s WWX: Rumble Roses and its, 
shall we say, “undertones”? 


Q: | love kids but hate animals. Sadly, the folks in the flat next 
door have both—and keep neither in check. Not only do they 
make a racket all day and night, but | can’t even count how 
many times I’ve had to scrape dog/baby feces off of my shoe 
before coming home. My wife says the kid's off limits, but | 
could use some advice on how to deal with the mutt... cg 


Q: Just when are you going to come clean about the | 
whole GOD-HAND mode, anyway? 


Tecmo’s Tomonobu Itagaki is not a licensed 
therapist, nor does he have a degree in 

psychiatry. Have a question for Mr, Itagaki? 
Just e-mail us at XBN@ziffdavis.com. 


19 missions in the single player Command an elite squad of Special Utilize any means necessary to gain Xbox version supports 8 players 
campaign - 17 of the best from the PC Forces troops for maximum control of key enemy territory - online in 9 multiplayer levels! 


version and 2 new missions exclusive tactical strateey. gather intelligence, call in air strikes. Download new maps and missions! 
for the console! : 
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TRENDSPOTTING // XPANSION 


TRENDSPOTTING 


Trends we like, and some we don't 


Here’s Trendspotting, your 

handy guide to what’s 
hot—and what’s not—in games 
today. From new ideas and 


technologies to misguided 
marketing and everything in 
between, Xbox Nation separates 
the cream from the crap. 
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ae) ORE Prelit Salix XOX 


You’ve used your 
Xbox to guide 
Riddick out of 
Butcher Bay, and 
now you’re 
waiting to kick 
some Covenant 
ass all over again 
with Master 
Chief. In the meantime, Microsoft 
suggests video-chatting with your 
friends on an Xbox webcam. 


Sure, it sounds improbable, but then, 


everybody thought webcamming was 
a dead fad three years ago. Once Sony 
released the EyeToy, which lets people 
control games by using cameras 
instead of joypads, the stagnant 
technology became newly fun and 
popular, if not exactly cool. 

Microsoft’s Xbox Video Camera is a 
less revolutionary concept than 


Sony’s EyeToy, but for several reasons, 


it’s an interesting expansion of the 


TALE OF THE TAPE 


‘In this pce arg all five 
Japanese Xbox owners hold an 
pores video COntsrence: 


applications The audience seemed 
underwhelmed when J Allard . 


— plane foe the XVC's ‘ihe | inthe 
__ United States and pea are still _ in _ air. 


| EyeToy: Play or a an 
_. EyeToy: Groove 


Xbox’s capabilities. XVC’s primary 
purpose is to enable video chats 
rather than interactive webcam 
games, but with the right 
programming, live video windows 
could pop up during traditional 
multiplayer online games. Just 
imagine the potential for the next 
Steel Battalion Online...assuming 
there will be one. 

Because all Xboxes use broadband 
connections, it’s easier to broadcast 
and download good-looking video (and 
other data) in real time. As a result, 
Microsoft boasts that up to five 
people can be video-chatting together 
at once—conference calls can also 
involve emoticons, sound effects, and 
even vibrations sent to someone 
else’s controller. There’s already 
speculation that the vibration feature 
will prove popular in one-on-one video 
chats. Where’s Rez’s Tetsuya 
Mizuguchi when we need him most? 


Admittedly, the Xbox Video 
Camera’s debut at Microsoft’s. 


: pre-ES: press event this ere too: 


Less than $60 (apan) 


Video chat 


TECHNOLOGY EVENT of the YEAR | NEW YORK CITY | OCT. 14-17 


t music players... coolest digital cameras... slickest PCs... 
gadgets... wireless networking... and much more... 


Get tickets today: October 14 - 17 


Jacob K. Javits Convention Center 


www.digitallife.com New York, New York 
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We name their influences. They tell us if we're right. 
Xbox Nation talks trading paint and the way of the gun with Burnout 3’s Alex Ward 


AROLIT: to this day for this—“This is it. Nothing will The fourth one is a direct influence in 
POP QUIZ beat this For grap ig Is ever going Burnout 3 for sure. We've got a track In 
Each month, XBN tO get any Dette ANC W VTAIS inere, We Ve Crasn JUNCUON...SO TNere S 
pops the quiz on an turned up on Play the home ac INCtION IN BUrNOLT , 1 tne 
Xbox game designer. DOL S [ O le OF) f la Ce t OFT) OYS x Spe) tne GOCKS Ge COU MVE AUC 9 Very aye SO elt Sy 
We show our guest a day it came out with Ridge Racer and ‘inspired, and It’s called Reiko-chet. Reiko 
series of screenshots moar ypae Ss lea ent Baa ae N 
and let him or her gor huis SUS Rea rieae M occa came eT cs ode aavatcate 
identify the game. We Wt the music more than anything else—but at’s not her, though, right 
then ask them to ie J Wag Racer was stunn ig XBN: That’s not her. 
comment on that : oP eons XBN: So what did you think of the Ward: So yeah, Ridge Racer still has a 
game's relevance—if Sitshaiual driving mechanics in that game? fluence to this day on Burnout 3. Did it 
Shere  any-=to thew: Ward: Well, the drift was way too crazy eally look that bad? Is that a screen grab? 
own work. By RIDGE RACER ea ASH a cece Se a Sy a He ro 
discussing various Namco PS? aNd | EROUBME | wes OOO abit EU vine XBN: It really did, and it is. 
external influences, Alex Ward: Ridge Racer? oined Criterion in 2000, | remember seeing Ward: Wow. The first time | visited Japan 
ac be-teala oosera Xbox Nation: Ridge Racer... some otner peopte playing the game, and DED sot tne cant Or bd ta Into Centra 
ke processes: paca f age Racer 1. Play stat on. Namco ‘ i, i hi wef mo C : i L ‘ oe Kd L hapa Ae aUR oe a a fe ie i 3 
[he game that started it all. So when this LEVEE UC C SY COU UE UWVO OF CHILE’ EOt OUI le ChE TV , CROTTE 
came out in the arcade. | was at university COMMELS If} ONE WiniC COUN NeVEeF GO : et-lagged and im thinking TIN AIGLe 
St the time and that was in Plymouth was p obably nost impressed with the third Racer.’ | go in the tunnel and | think, “?m o 
England, and we traveled 40 miles to e, Kage Race at was the one that tn DeCa bs 
Newquay to play this machine. The graphics eally did it, and! spent more time on that K e are two 0 
an any p ese. DUT TNat Seemed tO de tn) at MaKe YOu 
dale one Chink youre in ¢ 1tNatsS where 


é DRIV3R 

Atari PC/PS2/XB 
Ward: That's the third Driver, right? 
XBN: Yes, correct. 
Ward: Influence on Burnout...| don’t know. 
They achieved something very special in the 
first game. That was one of the first big 
lifestyle games, and the feeling of taking the 
Car out and wrecking it around the streets 
was fantastic. I've got the third one on Xbox 
and | really like it, but | don’t play the game— 
'm not interested in Tanner or any of that. In 
the same way that kids who play Burnout 
just want to play crash mode—they don't 
want to race at all, theyre not interested— 
they're the same people who are playing 
Driver, and they aren't playing the game. 
They're just driving around hitting things. 

We got [DRIV3R] the other week and we 
booted It up, and it’s the take-a-ride mode. 
You just get out in the cop car, squeal around 
the corner, and drive around—| think that’s 
very powerful to a lot of players. Driving 
around in a big world, in Miami or wherever, 
and smashing the car up is very good. 

XBN: Sounds a bit familiar... 

Ward: Yeah, it does sound familiar. If 
anything, they really skirt the line legally over 
the not-real-cars-that-are-real...very closely. 
XBN: You had that problem too, right, 
with Burnout? 

Ward: Yeah, but we work closely with the 
lawyers...we've got a lot of look-alikes, yeah. 


2 DESTRUCTION DERBY 

Psygnosis N64/PC/PS1/Saturn 
Ward: [This is] the first game | ever saw link- 
up. Destruction Derby 1. | think the 
screenshots are way better than the game 
ever was, because that was one of the first 
PlayStation things other than Ridge Racer 
that we saw. | remember getting a second 
PlayStation. The link cable was very 
expensive—it was like 35 pounds just to play 
this, and then Formula 1 came out. That was 


the first game | ever played link-up, and | 
thought link-up was going to be enormous. | 
thought link-up was going to be the biggest 
thing on PlayStation, and nobody ever did it. 
XBN: You may have been the only one... 
Ward: We did it because we thought, “We 
have to get this, this is going to be massive, 
link-up is going to be brilliant.” We've never 
done that in Burnout. We did FireWire with the 
dev kit early on and had system link, but Sony 
now doesn't manufacture the PlayStation 
with FireWire on it, so you can't do system 
link. But Destruction Derby—the second one | 
think Is the better game; the first one was 
rubbish. It looks good—that still looks good 
compared with that Ridge Racer shot. 
Influence? Yeah. If we’d have made Burnout 
on PSI, absolutely. | think Destruction Derby 
was one of the big games that broke in 
America—Destruction Derby 2 was massive. | 
bought it recently for four quid in EB, and it 
wasnt very good. But [it had a] great name. 


AMERICA’S ARMY 

U.S. Army PC 

XBN: Here’s one that’s not related to 
Burnout 3, but to a game you’re going to 
be producing a year from now: Black. 
Ward: I'm trying to guess it by the HUD. | 
don't think that’s an Electronic Arts product. 
XBN: You'd be right. It was somewhat 
controversial...politically. 

Ward: Don't know. 

XBN: |t’s America’s Army. 

Ward: Oh, America’s Army! This is the game 
they hand out free when you walk into E3 
every year. That looks quite good. Never 
played it, though. 

XBN: Not an influence on Black? 

Ward: | think “free game” put me off. If | paid 
40 quid for it, then maybe I'd play it. 
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MAX PAYNE 2 

Rockstar Games PC/PS2/XBOX 
Ward: This is the second Max Payne. 
XBN: Correct. 


‘a ap apm oe 


POP QUIZ // ALEX WARD 


Ward: | never played Max Payne until | played 
it on Xbox. That was one of the first games | 
played on Xbox that I'd heard about on the 
PC, but | didn't follow the scene, so it was 
new to me, and so that was good that | 
played it. The best thing in this game is 
umping through the air with two Ingram 
MAC-10s. This 's an influence on Black, 
because on Black, we're very into what the 
gun does, and Max Payne is one of the few 
games where firing the gun is really exciting. 
| hate the story line thing, and | gave up on 
[the game] when | got to the level where I'm 
In a dream and | have to walk along the red 
line through space. But the shooting in the 
game is good. The second game’s got all the 
crazy physics in, but | didn’t think it was good. 


os 


= MIDNIGHT CLUB STREET RACING 
2 Rockstar Games PS2 

Ward: | was going to say the first Midnight 
Club, but It’s not. 

XBN: It’s Midnight Club Street Racing. 
Ward: This was one of the first PS2 games in 
America. Yeah, Midnight Club, this was just 

one of the first American PS2 games with a 
Japanese feel. | didn’t play it much, because | 
thought the graphics were rubbish, but that’s 
probably because we started Burnout at the 
same time. | played the second one quite a 
lot, but | never played the first one. But the 
Midnight Club is a real club in Japan. [It’s] all 
this kind of stuff that’s probably responsible 
for the mess we're in now. 

XBN: For the new one, they’ve hooked up 
with DUB magazine. 

Ward: Which we've never heard of in Europe... 
XBN: \t’s a magazine about big wheels. 
Ward: Well, the new trend there is VIP-ing, 
right? It’s not about driving a tuned-up 
Honda Civic, it’s about having a [Hummer] 
H2 with a PlayStation and a DVD player in it, 
and crushed velvet. Midnight Club's done 
something that we'll never do in Burnout— 
we'll never free-roam the city. The problem 
with this game, we've always thought, is that 
it works really well online, but how do you 
know where youre going? 

This one was the first game to do London 
as well on PlayStation 2. It's got London in 
there—t’s definitely not London, but you got 
crazy jumps. That’s a terrible screenshot, isn't 
it? There's no way you've got that much 
traffic in the game. Is that a real shot? 

XBN: |t’s a real shot. 
Ward: Wow, they got a lot of traffic onscreen. 
Maybe that’s why it slowed down so much. // 
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ARBROUT: 
CRITER 
GAMES 


Formed from a Canon 
research group in 
1992, Criterion 
Games makes its 
home southwest of 
London in Guildford. It 
emerged alongside 
sister company 
Criterion Software, 
best known as 
creator of the popular 
Renderware tool used 
by many studios. 
After a few false 
starts with PC 
games, Criterion 
made its console 
debut with Trickstyle 
for the Dreamcast in 
August of 1999. 


ABOUT: 
BURNOU 


The Burnout series 
earned its reputation 
by featuring beautiful 
cars hurtling down 
the road with blazing, 
reckless abandon and 
crashing with 
violently spectacular 
results—all at a 
constant 60fps. The 
first Burnout, 
released for PS2 in 
November of 2001, 
quickly earned 
sleeper-hit status. 
The series came into 
its own with the 
sequel, Burnout 2, 
which featured 
numerous refine- 
ments as well as the 
addition of the crash 
mode, which would 
become the series’ 
signature feature. 


AROUT: 
BLACK 


With their reputation 
for jaw-dropping 
graphics cemented, 
the Criterion team’s 
next task is taking 
the first-person- 
shooter world by 
storm. With a suitably 
intrigue-drenched 
story in a near-future 
Eastern Europe, first 
looks at early demos 
are already building 
anticipation. As with 
Burnout, expect 
plenty of flying debris 
from environments, 
enemies, objects, and 
just about everything 
else that can be 
riddled with bullets 
when Black ships late 
next year. 
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GHOST OF A CHANCE // NEWS BITS 


GHOST OF A CHANCE 


StarCraft: Ghost’s Nova goes to finishing school 


Heavy Metal 
Swingin’ Ape’s 
Metal Arms: 

_ Glitch in the 
System can be 

_ easily found 

_ online for less 

_ than $20. Which 

_ is—in the 
parlance of the 

common man— 
what we like to 
call a steal. 


News Bits 
Tidbits of 
news for you 
and me 


Heavily hyped and oft delayed, 

Blizzard’s StarCraft: Ghost has 

suffered a rather bumpy ride 
along the road to going gold. A third- 
person stealth-adventure game set in 
Blizzard’s wildly popular sci-fi universe of 
zergs and protoss, Ghost quickly rocketed 
to being one of this generation’s most 
eagerly anticipated titles, thanks to a 
rabid, global fan base of StarCraft fans. 

But numerous setbacks and a lackluster 

showing at E3 have tarnished the (admittedly 
ambitious) game's once seemingly assured 
greatness. So when Blizzard announced that 
it was dropping Bay Area-based developer 
Nihilistic Software—citing “timing issues"”— 
the news came as less than a Surprise. Once 
scheduled for a Q4'03 release, Ghost Is now 


FUN AND RIOTING 


Xbox, Spike TV and over 70 PC and 


slated to ship in December. Two weeks after 
the announcement, Blizzard declared that 
developer Swingin’ Ape had been hired not 
only to complete work on Ghost, but also to 
collaborate with Blizzard on offshoots of Its 
popular licenses in the future. 

Prior to its work on Ghost, Nihilistic— 
comprised largely of ex-LucasArts staffers— 
had produced only one title as a team to 
date, the PC-only Vampire: The 
Masquerade—Redemption, published by 
Activision. Conversely, Swingin’ Ape—a 
relative newcomer to the developer pool— 
has proven itself to be more than capable of 
delivering when It comes to third-person 
action. Its debut effort—last year’s Metal 
Arms: Glitch in the System—while not a 
commercial success, quickly became a critics’ 


FUN AND iGAMES 


FirsteveriGames __ take place in the 


darling, sporting impressive visuals, extensive 
explosive options, on-foot and vehicular 
gameplay, and spot-on controls. In fact, the 
only substantial omission from Glitch's 
equation was a particularly rich universe to 
play in (it’s cute yet lethal robot theme was 
serviceable, if not inspired). And right now, 
that’s the one thing that StarCraft fans can 
Safely assume that Ghost won't lack. // 


FUN...SANS SUN 


Summer camp no high to graduates to 


sponsor touring 
videogame festival 
After a successful 
run last year (90,000 
attendees to date), 
Game Riot is 


currently making its 
way around the 
country sporting a 
Halo championship, 
DJs and dancing girls, 


Xbox gaming 
stations—all hooked 
up to the latest and 
greatest plasma and 
LCD technology. This 
festival is slated to 
appear in over 30 
cities this summer 
and fall. Want to 
attend? Check out 
www.gameriot.com. 


Expo announced 
So, you missed out 
on E3 ’04...iGames— 
an international 
trade organization of 
game centers—and 


the Electronic 
Gaming Association 
recently announced 
iGames Expo 2004, 
scheduled to take 


Hammerstein 
Ballroom in New York 
on September 10-12. 
In addition to the 
requisite trade-show 
fare of booths, 
demos, and freebies, 
the expo will include 
tournaments, 
sweepstakes, and a 
BYOC LAN party. 


longer just boyz in 
the woodz 

Modeled after such 
nontraditional 
summer camps as the 
Rock ’n’ Roll Camp for 
Girls and the Power 
Chord Academy, the 
VideoGame.Net 
Experience enables 
students from junior 


study one of four 
tracks, including 2D 
game design, 3D 
game design, and 
engineering. And if all 
of that sounds a little 
too technical—or 
ambitious—you might 
want to consider the 
fourth track: video- 
game...uh, journalism. 
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“Tee hee! Could you pass me the brain when you're done with it?” 


The sky’s the limit 


In Japan, they’re called “talents”—pricey female models who pose for 

magazine covers, appear on variety shows, and, in this case, play 
Crimson Skies online with Japan’s best dogfighters. On a humid Saturday, 
teen idols Sakura Mizutani and Sayuri Anzu showed up at Microsoft Tokyo 
for an afternoon of online gaming with the finalists of the Crimson Skies 
King of Sky Final Round online tournament. Prizes included a trip to Hawaii. 

With their Xbox Live Communicators strapped on and their girl-next-door 

earn ocked into overdrive, the girls played a 15-minute exhibition match with 
the 12 finalists. Each talent led a party of six guys who had to protect their 
vixen from getting shot down. The most interesting part of the event was not 
the actual online match but the painful process that was the 12 males’ self- 
Introductions. Some players were so excited, they had trouble forming 
sentences, mumbling something to the effect that they were “happy.” For 
others, coherent words were a luxury, as squeals and girlish giggles comprised 
the majority of their verbal introductions. 

The girls really showed why they are considered to be “talents’”—they 
shouted words of encouragement and politely laughed at their cheeky male 
teammates, careful not to shatter any fragile egos. In the end, while it was 
clear enough that they don’t know how to play videogames, they sure know 
how to pull at the heartstrings of Japan’s most hardcore gamers. 


im 
TERRY BOGARD 
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| SO TELL HE, HOULD “OU SAY THAT 
| YOU ARE THE LOVER OF IT? 
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WEIRD AND WONDERFUL // CONNECTED 


Sayuri Anzu 


Sakura Mizutani 


me Talks with the Talent 


Xbox Nation: So, what did you think of this Western-style game? 
'm not really good at games, so It’s difficult to tell. 
| actually played this type of game when | was doing a homestay 
in England. My host sister was totally into these kinds of games. 


XBN: So...do you, uh, play games often? 
I'm not very good at them, but | love this one. [Crimson Skies] is 
si Immersive. | love just running away from my opponents. | also play games 
on my cell phone. 
| uke RPGs. | play games v 
and Lord of the Rings. 


vhere \ YOU ¢ 


can kill lots of stuff, like Resident Evil 


XBN: And these boys...they were nice to you, yes? 
| kept asking, “Where should | go?” and asking for help, but they just kept 
shooting me! 
There were times when | couldn't make out what people were 
saying. But even still, | felt like they were playing right beside me. 


XBN: Was it difficult playing with these guys online? 
Some of my teammates would help, but almost everybody was 
attacking me. Even people on my own team! 
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ELECTRONIC ARTS JOINING XBC 


MADDEN ONLINE—IT WILL CHANGE 


EA COMES ALIVE 


X 
LIVE IS ABOUT MORE THAN PLAYING 


NETWORK GAMING FOR THE BETTER. 


EA’s headquarters is located in 
. Redwood City, CA, 30 minutes 

south of San Francisco. It’s 
situated on a huge campus filled with 
seven buildings, two parking garages, an 
ivy-covered walking labyrinth, and a flock 
of mallards. It’s not quite as enormous as 
Microsoft's imperial fortress just outside 
of Seattle, but it’s still larger than many 
universities, and it makes one’s mind © 
swim a bit to realize that the company 
maintains similar studios in both Los 
Angeles and Vancouver. : 

The scale of EA’s operation reflects its 
burgeoning prosperity in the game 
industry, a success that’s unparalleled 
among any other publisher today. Seven of 
the 20 top-selling games in America last 
year were EA titles, and the company saw 
27 of its games sell more than a million 
copies apiece worldwide. Even on Xbox, 
Madden NFL 2004 was the system's third 
most popular title in 2003, despite 
competition from Splinter Cell and Star 
Wars: Knights of the Old Republic—and 
despite zero online support whatsoever. 
Now, as announced at the Electronic 


Entertainment Expo in May, EA has agreed — 


to publish games for Xbox Live—a deal — 
that’s both a compromise with, and a 
capitulation to, EA and its enormous clout 
in the industry. In the end, though, the 
fruits of the deal will be worth the cost to 
Microsoft. It finally has one of the 
strongest influences in the industry on its 
side, and it will leverage this fact to make 
Live an even better experience than it is. 


A FALLING OUT 
When Microsoft first announced Xbox Live 
in 2002, it was seen as a new era for 
console gaming. It would be easier to go 
online with an Xbox than with any other 
system, more games would support 
network play, and the process would be 
easy and transparent for gamers. It 
sounded like a dream—for users and 
especially for developers, who were 
relieved of the burden of providing this 
service themselves. 

EA's reaction to Live, however, was 


Significantly chillier than those of other __ 


third-party publishers. The company was - 
silent on its Live plans for all of 2002, and 
no EA titles were announced as part of 
Microsoft’s Live launch lineup. And then, at 
E3 2003, Xbox Live fans were forced to 
confront their worst fears: The publisher 
had in fact signed a deal with Sony that 


ensured up to nine EA Sports games 
would be playable only on the PlayStation 
2's online network for one full year. This 
was the birth of the supposed feud 
between Microsoft and EA, and while it 
was never acrimonious, the deal required 
much compromise before it was finally put 
LO rest. 


A CLOSED MIND 7 
Although neither EA nor Microsoft is 
commenting on the details of their 
agreement, EA's directors have publicly 
criticized two areas of Xbox Live in the 
past: its closed-network philosophy and 
its business model. Unlike PS2’s haphazard 
online structure (set up by the game 


| studios themselves), Xbox Live is a 


centralized, Microsoft-run network that’s 
available for free to Xbox developers. This 
doesn’t mean that all Live games run on 
Microsoft's servers—if you're making a 
massively multiplayer online RPG, for 
example, then Microsoft won't host it for 
you. Instead, Microsoft runs “master 
servers” that deal with the grunt work 
behind building a network game, including 
user accounts, buddy lists, and matching 
players with each other. If a developer has 
downloadable content it wants to share 
with players, then all it has to do is bundle 
up the files, send the package to 
Microsoft, and watch as the company ~ 
handles everything else. 

This is an incredible boon for publishers, 
most of which are only too happy to let 
Microsoft take these headaches off their 
hands. EA, however, saw Live as too 
restrictive, a service out of the developers’ 
control. If one wanted to do anything 
online aside from the usual 
matchmaking—downloadable rosters, for 
example—it either couldn’t be done or 
involved paying Microsoft extra fees for 
server hosting. By the time Live came 
around, EA had already spent millions on 
its own infrastructure used for PC games 
and the EA.com online service. To drop all 


_ of this just for Xbox seemed silly to EA, 
_ and it wasn’t the only company that 


thought so: VU Games head Luc Vanhal 
had similar concerns in 2002, asking the 
Reuters news service, “Why would | be 
handing that asset over to Microsoft with | 
nothing in exchange for it?” 

More importantly, though, Xbox Live 
offered too much for free in EA's eyes. This 
stems from a fundamental difference 
between PS2’s and Xbox’s online 


services—Sony reimburses companies for 


_ wanted a bigger presence on Xbox, and 


app sitting beside Halo 2. While Microsoft 


their online games—exactly the sort of 


_ forall along. © 


online games and subscribers, while 
Microsoft does not. “We're not about to 
support a model,’ commented EA Chief 
Financial Officer Warren Jensen last year, 
“where the content provider does not get 
paid for the content provided.” 

The result: EA has so far concentrated 
all its online console efforts on PS2, with 
steadily improving results. There are 
around a million online-ready PS2s right 
now, and EA reported that 500,000 players 
went online with the PS2 Madden NFL 
2004 last year—far more than the 160,000 
sad players who bought Microsoft’s own 
NFL Fever 2004. 


AN OPEN PROTOCOL 

So what was the dealmaker? Ultimately, it 
may have been the strong desire of both 
sides to expand their audiences. EA 


Microsoft wanted another Xbox Live killer 


has made some special accommodations 
for EA—some reports state that Microsoft 
is charging a smaller manufacturing fee 
for EA’s online games—the desire to 
simply close the deal likely had the 
greatest effect. 

To that end, Microsoft has significantly 
loosened up Xbox Live’s usage rules for its 
developers. Starting this spring with 
version 3.0 of Live, the company has 
instituted Live Server Protocol (LSP), a 
technology used to interface third-party 
servers with Live’s user-authentication 
process. Essentially, LSP allows publishers 
to run their own servers for all their Xbox 
titles, letting them set up leagues, display 
up-to-the-minute sports tickers, and offer 
downloadable content without paying 
Microsoft for the privilege. This protocol, 
first used for MLB SlugFest: Loaded’s 
online leagues a few months back, allows 
third-party developers total freedom with 


freedom, it turns out, that EA was looking 


Microsoft and EA are hoping that Xbox 
Live plays a greater role in the console’s 
future. The two companies are sharing 
online technology and software, meaning 
that a lot of the online additions to 
Madden 2005 and Need for Speed 
Underground 2 could show up in 
Microsoft's own titles before long. 
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EA COMES ALIVE 


Any online 
sports game is 
only fun until 
the next cheap 
exploit gets 
discovered. To 
combat this, 
the developers 
at EA Tiburon 
have already 
gotten rid of all 
the old 
unsanctioned 
tricks from 
Madden 2004, 
including the 
infamous bug 
that lets you 
block every 
field goal with 
a slightly 
tweaked punt- 
block 
formation. 
“Jetpacking” (a 
“feature” that 
made certain 
wide receivers 
virtually 
unstoppable 
last year) is 
gone, and the 
age of running 
Atlanta Falcons 
quarterback 
Michael Vick 
around the 
pocket for half 
a minute before 
lobbing it to an 
open man 60 
yards downfield 
is also well and 
truly over. If 
you thought 
that was the 
way Madden’s 
supposed to be 
played...well, 
prepare to 
learn what real 
football is 
about this year. 
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“YOUR BEAUTIFUL NEW. 
‘ ONLINE‘SPORTS LIFE. 
tied why all this hubbub about EA’and Xbox 

Live in the first place? Why do-so many : 

: game-industry types have: their Men's © 
_« Wearhouse neckties in-a knot over what : - 
-* tshould:be no. particularly great shakes?: 
-» Simple: Up until now, and-despite « - - 
-: “Microsoft’s best efforts with:XSN Sports, a 
ee very: few people bother to play pro sports - - 
= sims online with their Xboxes. EA Sports, = 
- « whether its.competitors like it or not, --- -. 
«largely dictates the trends in the field it. 
-- fules,.and online-gaming simply hasn't - 
= been its top priority until’a year ago. °°: ° ~~ 
-. That will likely have changed:by the — ea 
; ie you read this and EA’s first two Live- ~~ fiends list, it’s much more than a simple: cae 
.» compatible games—NCAA Football 2005 : - 
-»-and Madden NFL 2005—are safely 
_, ensconced on-store shelves. EA Sports’: 
---entire Live lineup this:year; including NBA 
_. Live, Tiger Woods PGA Tour, NASCAR, and 
“even the next Fight Night, will all use the 
_* ‘same ‘connected interface for woes 

‘matches, communicating with other: 

| ‘people, dealing with idiots, and: - 
~ -building:a name for yourself. This «~~~ 
-° ‘new system, which dovetails 
-« With Xbox Live’s inherent 

- features, is even'more = : - 
és Saat spy Microsoft's 


_XSN initiative 


instead of appealing just to eat = 


> company terms its online system, is the 


> Xbox Live titles already ‘support some: 
_» type of favorite-players list, but EA's 


-- one.seen on EA's PlayStation 2. online : 
ee titles last year) i is far more tightly gt races 
.... Into: the play. experience. 


-- reference—it allows you to-keep tabs on: - 
ele performance: to extreme, stalkerlike 
--- levels of detail: “Scouting” an-online - - 

fee player, either within the game or on: EA. 


- statistics outlining his basic stats— - 
- Fushing yards in Madden, free-throw - 

‘percentage in NBA Live—as well as several: ° 
_.. indicators of his behavior on Xbox Live, : 


sports. fans, its:aim is to make online: : oe 


‘gaming: accessible, and-e even fun, for: 
) everybody. : | 


 SPY'ON YOUR FRIENDS | 


The-core-of the “EA Sports Nation,’ as: ‘the ee : : 


friends list you-create over time. Most. - 


version of it (heavily improved from the: 


-When you stick a nickname-into your: 


including the player’s favorite. se: 
me formations and:how.many: : - - - 
\ tournaments he or she has 
\: ‘participated in. The scout 
screen is also home to yom tA 
igs upbepcse online eee 
room, where rewards for: : 
y . tasks like completing 100. 
- touchdown passes are shown: 
_. Off to the world: (Some‘of °° - 
these badges:of honor : : : 
will only:be available’ 
-on atimited-time - Z 
: basis—earned,. 
--for-example,--- - 
~~. by winning. 10 ae 
| - games 
~* against ©: 
_higher- 
ranked 
opponents... 
duringthe °° 
. Week after: » - 
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The voyeurism 
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EA Sports title this: - 

. year has a-running: - 
-_ticker-along the bottom 

-_ Of the menu’screens that: | 


- news updates from:the world : 
- of pro sports. If you'd like, - ~~ - - 
. Gasare you'can have the a 
eee the scores of any: - 
Virtual games your. friends - 
x -- are playing, mixed in with: - - 
~~ the real results. If that’s: 


receive: a stats: ; 


-- > Xbox Live game: Unlike: Live, ‘though, EA’ upc ole yc 
_... games are divided into virtual lobbies.run: <: °°: | 
-- «on EA’sservers,:which you choose based - = chasers 
. on your geographical location for best : 
-« connection performance.: - a8 
= = = One new innovation that shoottt take | 
---- some of the headaches out of competitive :--- > - 
|= play is the “lightning tournament” OAUOO. Ss cies 
'- - + Select thisin any EA Sports title that it’s = 
‘available in, and you’ll‘be thrown into a: "°°: :: 
-- lobby with several other players all:ready: :- 
-to‘play immediately. Quick tournaments: 
_. Can involve four-or eight:people, and. at 
the games are played:concurrently, — 
-. making it possible-to wrap-up an-entire 


- : a bit in allits sports games this: year (it: «= -- 
- claims that the average Madden contest — 
_- now takes 35 to 40. minutes—a-good 10 to: : 
~~ 20 minutes less than prior versions), but iticscese 
_» has.a better answer for someone with just: « - 


es Every EA Sports title this year will. have - 
---one online mode that sets you up wil 
_»- opponent and | goes through:a complete: ' 
“» game ina matter of minutes. ‘Madder’s - 
- ‘there, however. Every: : ° 
- players compete'to score as many rushing: : - 


Se Drill i is. Lae basic: sudden-death eens 
_- displays real-life scores:and «: « cas 
oe quick, it’s easy, ae it’s ae more aa oy 

: than: losing 77-0! in the fourth, ‘quarter 


“MORONS BEWARE.) 
= @nd on: that note, it’s time to: ‘ane what praia 
--. could be the most vital part of EA’s Live... -- 
--* flight plan—the anti-idiot system. Nobody A 
ou: - - likes.playing with griefers ri 

- They conjecture about your’ cael habits: 
-- aS.well-as those of your mother, take: - - - 
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nas -- available (still no:leagues, oddly enough), — - - | | 
nite and you use the same basic options to... - 
-.« find opponents as-you do.in any other. - 


tourney in the space of a couple: hours— i renee 


perfect for.gamers with a Sunday : - 


afternoon to kill and: no friends to AUS 


_» (Sixteen.and 32-player tournaments. are: : 4 : : : | 
«still set up the old-fashioned way, either *-«- «~*~ 


within the aloe or Via a. ‘Web-based - 
interface.) Sees 
. Of course, one of the 6 probing w with Live pats J 


sports sims in general is:that they don’t: -----°- 
_have'the immediacy of, say, Counter- > °° °°. 555° °° 
Strike—you | have to dedicate. a fair chun : shee 
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-- else you'll be-called a dropper,-cheater; or --- <-> > 
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you, and unplug their net cable in the 
closing seconds if things aren't going their 
way. The result: You end up playing with a 
small clique of trustworthy people, 
defeating the entire purpose of a vast 
network like Xbox Live. EA’s solution to 
this is so simple and effective that it’s a 
wonder nobody else came up with it— 
visible player ratings. 

Let’s say you start up a Madden game 
against some idiot who shouts into the 
mic whenever you're on offense. Not the 
best way to spend 35 to 40 minutes, 
right? Once the game ends, though, you 
can leave feedback against the offender 
and make his screaming, cheating, cursing, 
or harassing ways public knowledge. By 
the same token, if you just had a great 
match against someone who played fair 
the entire way through, you can leave the 
guy positive feedback and let future 
opponents know that he’s a good apple 
out of the bunch. 

Sound a bit familiar? It should if you’ve 
ever used eBay or any other auction site 
with a feedback system. Like the magic 
number next to your eBay account, your 
“rep rating” in EA Sports Nation can be 
both your best friend and your worst 
nightmare. Build it up and you'll have no 
problem finding a game; put it into _ 
negative territory and you could find 
yourself begging for a match. Even better, 
this rep rating, just like your EA account, 
Carries over across all EA Sports titles—so 
if you're a dong on Madden, there’s no 
starting over with a clean slate once NBA 
Live comes out. There’s no abusing this 
system, either, as EA’s got a customer 
support team ready to deal with people 
who leave spurious negative feedback. 

All of these enhancements to the 
already-lovely Xbox Live software suite © 
add up to arguably the best online sports 
package on any console today. Ultimately, 
however, EA’s success on Live could come 
down to its dedication to the Sports 
Nation’s philosophy—to make online 
gaming fun and challenging to all types of 
players. If it continues to maintain the 
system, answer player com-plaints, and 
(this is important) actually fix problems in 
a reasonable amount of time, then there is 
no reason why EA can’t dominate online 
sports as handily as it does offline. Even 
with the XSN series on hiatus, this will 
unquestionably be a defining year for 
Gis online. . 


TAKING THE CRUISE 
ONLINE — 

Need for Speed 
Underground 2 

There is something about a powerful, 
shiny, retuned car that makes otherwise 
sensible, God-fearing young men want to 
do dangerous, insurance-busting things. 
Donuts in front of the Dairy Queen, for 
example, or drift racing around the local 


‘mountain range. Unfortunately, real life— 


with its office jobs, rent payments, and 


whiny children—has a bad habit of 


interfering with these id-driven fantasies. 
With Need for Speed Underground 2, 
though, EA believes it has a compromise 
for you: an online virtual tuner culture you 


_ can explore with several thousand fellow 


players. At once. 

The main difference baleen NFSU2 
and its predecessor (the second best- 
selling game of 2003 after Madden) is 
scope. With the original Underground, EA 
built a bunch of tracks and threw them 
into a flashy neon cityscape. This time, 
though, it’s taken the opposite approach: 
build the city first, then mark out tracks _ 
on its streets as events warrant. In other 
words, you're free to roam around the 
game’s urban setting, sort of like you can 
in Rockstar’s Midnight Club series, free to 
explore the sights, hunt down “secret” 
parts shops, and take up (or turn down) 


any race opportunity that the story 
presents to you. 


How does this experience translate to 
Xbox Live? Associate Producer Greg Uhler 
sums it up best: “Anything you can do 
offline, you can do online.” In what could 


_ be the most ambitious online support for 
_ an Xbox racing title yet, Underground 2 


will have an online “open world” mode, an 


_ extension of the offline game’s wide-open 


gameplay. You'll be able to join an online 
city the way you'd join any regular race— 


use the same old matching options to find : 


the right game room for your needs, and 
off you go. A wagonload of details 
(including the maximum number of players 
per city) remains to be worked out, but 
open-world Live matches will likely work 
much like the single-player game. The only 
difference: All the racers will be human 
controlled—run into one or two, and you'll 
be free to duel ’em on the stretch of road 
of your choice. Think of it as a more 
organized version of Midtown Madness 3’s 
city-trashing mayhem and you may be 
close to the mark. 

Gamers leery of the She OH mode (it 
sounds like it requires some cooperation 
between players to work well) still have a 
lovely variety of Live race types to choose 


from. The main one is the online career 
_ mode, complete with a ranking system 
_ that takes an entirely new tactic for the 
facing genre. “Most ranking systems show 


players where they stand against 


~ everyone in the world,” Uhler says, 


“meaning most players will see 
themselves in 9,000th place—which, to be 
honest, isn’t very rewarding or 
encouraging to the average player.’ To 
combat this, Underground 2’s rank sheets 
will be tier based. You'll receive points at 
the end of each race depending on your 
performance—nothing new there—but 
these points can drive you to the top of 
the current tier you're in, instead of just a 
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few rungs up a thousand-foot-tall ladder. 
Work your way up the online tiers, and the 
game will reward you with unlockable car 
parts that'll let you deal with tougher 
competition on a more even-keeled basis. 
(If you want to bring in your decked-out 
ride from the single-player game, the one 
with the big skull on the hood and 
nonsensical backward Chinese characters 
on the side, that’s cool, too.) 

All in all, it’s an impressive feature list 
for a racing series just making its Xbox 
Live debut. And the software this all runs 
on should be rock solid, too—password- 
protected rooms and the ability to ban 
unruly players, both features sorely 
missing from the last game’s PlayStation 
2-only online mode, will be standard issue 
for Underground 2. According to Uhler, 
Xbox Live races will even use a special 
physics engine “that should really help 
smooth out the car position changes that 
occur when encountering bad latency.” In 
other words, the days of cars suddenly 
teleporting in front of your bumper will be 
a thing of the past. Smart. 
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MASTER NINJA TACTICS 


PLACE 


HANDLE: Deepblu3 
NAME: Dewayne Barnett 
LOCATION: Miami, FL 
PLAY TIME: 166 hours 
ee oe is om, nae 


TIPS 


/ Kill all the enemies you can, but be sure to 
finish the stage in time to get the Clear Time 
bonus. : 


'/ Make sure you click the White button to 
see how much time you have to kill each group of 
enemies. If you kill the group within the given 
time, you'll score a Kill bonus and rack up big 
karma points. 


// Kill bonus times are especially important 
when taking on boss characters. Killing a boss 
within the allotted time is one of the keys to 
getting high scores. 


‘/ Don’t be afraid to use Elixir of the Devil 
Way to get your Essence up. Many people forget 
to do this. 


‘/ Use the Dragon Sword on enemies like 
Soldiers and ninjas and save the Dabilahro for 
bigger fiends. 


06 // When fighting black ninjas, use your Ninpo 
fireball to disperse them. Also, try wall jumps; 
sometimes when you land you can hit two or 
three of them with one slash. 


NINJA GAIDEN 1.1 


MASTER NINJA TACTICS 


HANDLE: Snapdragon 

NAME: Derek Kisman 
LOCATION: Waterloo, Ontario 
PLAY TIME: 200 hours 

cata =e Renee 405 
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TIPS 
O01 // Getting high points takes a lot of skill and 


free time. Optimize every single enemy encounter 
in the game. Kill enemies as fast as you can. 


02 // Some groups of enemies respawn. Each 
time you kill these groups, the number of karma 
points they give decreases, but you can squeeze 
out around 22 million points in total if you kill each 
respawning group until they give no more points. 


‘ '/ Killing the Chapter 7 boss, Alma, isn’t too 
diffi cult if you knock her down with a Flying 


Swallow or a Ninpo fireball. Once she’s dazed, 


unleash a devastating combo! This is how Itagaki 
killed her in front of everybody at E3. 


4 // To rack up big combos, use the Vigoorian 
Flails, es these when time bonuses don’t matter. 


> // For bosses, use Unlabored Flawlessness 
as soon as it’s available. Engage the boss when 
you have just a sliver of health left—the weapon 
becomes incredibly strong when you're weak. 


06 // Don’t end chapters until you have at least 
10, 000 Essence points in your inventory. This will 
score you the Essence bonus. 


_ PLACE 


HANDLE: Taibhse 

NAME: Ryan Martoni 

LOCATION: Dunedin, FL 

PLAY TIME: 56 hours 

_ watson: oe shin sata 

TIPS 

01 // Don't use Essence unless you absolutely 
need to. | mostly use it for buying potions near the 
end of the game. 


02 // Here’s what | recommend for weapon use: 
Dragon Sword for bosses, Dabilahro for dragon 
fiends, and Vigoorian Flails for everything else. 


? 


| [Note: Taibhse has come under heat following 
| his unbelievably high score. Unlike other 
| hardcore players, Taibhse claims he didn’t 
| prepare for his incredible high-scoring run. 
| “lve never planned for anything, which is why | 
suck at real-time-strategy games,” he joked. 
But for many Master Ninja Tournament 
participants, Taibhse’s nonchalant approach is 
no laughing matter. “There might have been a 
karma glitch in the game,” explained ‘second- 
place winner Snapdragon. “Or he may have 
cheated. I’m not ruling that out.” 
When asked to contribute to this strategy 
guide, Taibhse had trouble, usually falling 
back on his “don’t panic, have fun” mantra.] 
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ON THE DL // KOREAN ON XBOX LIVE 


VON [FE DL 


The newest Xbox Live downloadable content, served fresh 


-_WWW.1UP.COM SEPTEMBER 2004 


PROJECT GOTHAM 
RACING 2 


DOWNLOAD: Long Beach Booster Pack (Premium 
Content, $4.95) , 

WHY IT’S COOL: The new coastal courses, 
aquarium tracks, and Long Beach Challenge are a 
breath of fresh air for hardcore kudos collectors. 
The eight tracks in sunny Long Beach, CA, and 
eight new cars, including the Ariel Atom 2, Ferrari 
612 Scaglietti, Porsche 911 GT2 Clubsport, Subaru 
Impreza 22B STi, Radical SR3 Turbo, Dodge Ram 
SRT-10, and Volkswagen Nardo manage to buff up 
PGR2 even more—all for the price of a movie- 
theater candy bar. 


SECRET WEAPONS 
QVER NORMANDY 


NEW PLANE: K!-61 The Kawasaki Ki-61 Hien 
(“Swallow”) was the only Japanese fighter 
powered by an in-line liquid-cooled engine, and it 
could threaten any U.S. fighter with its two .50- 
caliber machine guns and two 20mm cannons. 
Thought to be a modified Italian aircraft, the Ki-61 
was known to Americans as the “Tony.” 

NEW SINGLE-PLAYER MISSION: | AST CHANCE 
A small American carrier task force has wandered 
within reach of Japanese ground-based aircraft. 
This single-player mission challenges ace pilots to 
fly Japan’s latest fighter, the Ki-61 Hien, and clear 
the skies of deadly American Corsairs to give the 
fragile G4M1 “Betty” bombers a chance to hit 

the carrier. 


GAMERTAG-A-GO-GO 


Some Live gamers have, received e-mails from 
Microsoft offering copies of Project Gotham 
Racing 2 and a free year of Live access in _ 
exchange for agreeing to change their Gamertag 
names. Apparently, tags like “The Terminator” are 
getting confused with “TheTerminator,” and MS 
has decided to be proactive about keeping things 
clear and avoiding conflicts. Sadly, there’s no way 
for gamers to get in on the action—either they 
shine the magic light on you or they don’t. Who 
would’ve thought being unimaginative would be 
so rewarding? 


Piaf Mattor 


Hanzo has good speed but average attack power. While he isn’t the 
fastest or strongest character, he is above average in most attributes, 
including life and Musou. Hanzo’s combos are good, although he 
doesn’t have the power to clear out many enemies quickly like 
Okuni or Keiji. He has great linear attack power. Hanzo’s Musou 
attack is a ranged one that fires energy at enemies. You have to 
move him using the analog stick while performing a Musou attack, 
though. His charge attack is a hurled bomb that explodes and 
damages nearby enemies. 


Wea p ons 


Character Weapons 


Character Weapon Description ee 
Hanzo Hattori ——Kusarigama__ _ Asickle with a chain attachment _ _ 
a —__ Iga-Gama_ _ Akusarigama given only to ninja of the in Staal 
____Kubinagi A heavy kusarigama with adeadly-sharp blade sss 
_ Hiryuu Made from the claws of the Hiryuu (flying ety 
_Yamikiba _ _A dark weapon forged in the depths of the Underworld 


Fitth Weapon 


It is possible to acquire’a fifth weapon for each character. The first step is to clear a character’s Story mode on 
Hard difficulty. After accomplishing this, consult the following table for earning extra weapons. 


WHEN A SCENARIO NUMBER INCLUDES A 
~ oR B, IT RELATES TO THE “A” OR “B” 
PATH, AS DESCRIBED IN THE WALKTHROUGHS. 


_ Found as Treasure/Defeat Supply Unit 


Conditions 


Character | Scenario Number Scenario Name 


Battle of Milcategahars BR Clear missions 
Flom 


Hanzo 2 


___ Defeat supply unit 


Hanzo 6 Tale 
The Battle 
C) kehaza ma 


ATTACK THE IMAGAWA MAIN 
CAMP AT ONCE! 


. When the mission starts, 
@ you must battle the 

| officer Yasutomo 

: Asahina, who is on 

1 horseback. Unseat him, 
then tear into him. Hop 
onto his horse so you 
can move across the map 
faster. Shortly thereafter, 
Tokugawa tells you that you must attack the Imagawa 
forces. Although the forces of Nobunaga Oda are also 
attacking, ignore them for now and head toward 
Imagawa in the east. 


THAT HAPPENS, YOU STILL MUST DEFEAT Rca Ss 
REMAINING OFFICERS. 


Missions 

Attack the Imagawa main camp at once! 

Use the ninja path to avoid detection! 

Defeat Motonobu Okabe and take Narumi Castle! 
Rescue Ieyasu Tokugawa! 

Defeat the Oda Army before the Imagawa Army does! 
Seal all Imagawa strongholds! 


090900000 


Defeat the Imagawa Army! 


Oe Ps ey by te 


USE THE NINJA PATH TO 


AVOID DETECTION! 

When you defeat 
Asahina and take his 
horse, go along the 
southern path at the 
map’s bottom. When you 
get to the south path’s 
end, you run into some 
Oda ninja. Kill them, 
then use your double 
jump to scale the north wall. When you cross the other 
side, run north and into Imagawa’s camp. You are 
commended for finding the ninja path and arriving at 
Imagawa before Nobunaga. Kill Yoshimoto Imagawa. 


DEFEAT MOTONOBU OKABE AND 
TAKE - NARUMI CASTLE! 


With Yoshimoto Imagawa 


SM Narumi is up for grabs. 
< Get there before Oda and 
@ kill Motonobu to claim 
Narumi Castle. Be warned: 
® Nobunaga's sister, Oichi, 
will be battling 
Motonobu as well. 

Avoid her and concentrate on Motonobu. 


ae mre 


RESCUE doch TOKUGAWA! 

A few minutes into the 
mission, one of Oda’s 
officers, Hideyoshi 
Hashiba, may attack 
Tokugawa in the west. 

| If this happens, move to 
your lord with haste. 
If he dies, you lose the 
mission. Save Ieyasu by 
eliminating Hideyoshi and his cohort Nagachika 
Kanamori. Hop onto Hideyoshi’s horse so you can 
continue to Imagawa at a quicker pace. 


SEAL / ALL IMAGAWA STRONGHOLDS! 
Whether you kill 

Yoshimoto Imagawa or 
a does, you now have 
to eliminate all four 
remaining Imagawa 
strongholds. Race to 
each stronghold, as 
indicated by the red dots 
on the minimap, and kill 
the Reserve Captain guarding each one. A stronghold is 
considered sealed when the captain is dead. 


NOBUNAGA IS NOT 
YOUR ALLY. 


ALTHOUGH YOU ARE 
BOTH FIGHTING 
IMAGAWA, HE WILL 
ATTACK YOU IF YOU 
RUN INTO HIM. 


| dead, the seat of power at 


DEFEAT THE IMAGAWA ARMY! 

_ After the final Imagawa 
| stronghold is secured, 

7 you must hunt down 
any remaining Imagawa 
officers. When you do, 

| victory is yours. 


Missions 

© Defeat Nobushige Oyamada on the front line! 

© Endure the Takeda Army’s attack! 

© Escort Ieyasu Tokugawa together with the rear aunt! 
oO Bring death to the traitor! 

mt] Use the ninja path to surprise attack the enemy fou oe 
© Eliminate Shingen Takeda! 

© Join up with Ieyasu Tokugawa! 

©) Seal all Takeda strongholds! 


DEFEAT NOBUSHIGE OYAMADA ON 


THE FRONT LINE! 
| When the battle begins, 
Shingen Takeda’s general, 
Nobushige Oyamada, 
draws one of Tokugawa’s 
inexperienced officers 
| into battle on the open 
field. You must rush to 
the front lines and defeat 
Oyamada. Head north 
and eliminate him. Beware of the enemy archers along 
the way. Avoid them and concentrate on Oyamada. 


ENDURE THE TAKEDA 


ARMY'S ATTACK! 

After Oyamada is defeated, 
| Shingen Takeda launches 
a fierce attack, sending 
several officers at your 
main camp. Masatoyo 
Naito or Masakage 
Yamagata is the closest 
Shingen officer to you. 
Kill them, then search on 
the minimap for the other officers to eliminate. Because 
you might have to cover large distances, hop onto one 
of the horses left standing. 


ESCORT IEYASU TOKUGAWA 


TOGETH ER WITH THE REAR GUARD! 
wm «ith the Takeda offensive 
| momentarily blunted, 

| Tokugawa calls for a 

| retreat. Tadakatsu Honda 
| takes up the rear guard. 
Use your horse and catch 
| up to him to assist in 

I escorting Tokugawa to 
safety. Along the way, you 
run into Kunoichi, Yukimura Sanada, or both. Defeat 
them in battle and continue to assist Honda and 
Tokugawa in killing as many ‘Takeda officers as you can. 


BRING DEATH TO THE TRAITOR! 
As Tokugawa is fleeing, 
it is revealed that one of 
his officers, Kazumasu 
Takigawa, is a spy for 
Nobunaga Oda. He tries 
to flee the battle to 
inform Oda of 'Takeda’s 
strength. Eliminate 
Kunoichi and run after 
Takigawa. Kill him, then resume your mission to defeat 
the Takeda forces. 


USE THE NINJA PATH TO SURPRISE 
ATTACK THE ENEMY CAMP! 


Try to sneak into the 

Takeda camp using the 

| ninja path. Do not attack 

Mm from the front, but 

instead take the path 

ae pat aga along the map’s east 

® eens gee wm ew | edge. When you get the 

oe _ | alert that you have found 
a the ninja path, get off 

your horse and take several double jumps over the 

barriers to the west. 


EL MINATE SHINGEN TAKEDA! 
: wee his mission ends when 
| you kill Takeda. Rush 
| into his camp west of the 
| ninja path and eliminate 
e him. With Takeda dead, 
| the Tokugawa clan 
= emerges from the battle 
I unchallenged. 


My body, my sprit... shall retum to the earth... 


IF YOU FAIL TO SNEAK INTO SHINGEN’ S 

“CAMP, YOUR NEXT MISSION IS TO 
REGROUP WITH IEYASU TOKUGAWA. BUT YOU CAN 
IGNORE THAT AND RUSH HEADLONG INTO SHINGEN’S 


CAMP AND KILL HIM. DOING SO ENDS THE MISSION 
IN VICTORY. 
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Available Now 


www.samural-warriors.com 


Produced by 


TEEN Force 


Suggestive Themes 


PlayStatione 


Violence 
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BUILD AND DEFEND YOUR EMPIRE! © 
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Introducing the next phase in the Dynasty Warriors®4 saga. The warriors return 
with more epic battles and scenarios, devastating Musou attacks, and new modes 


& of play. Dynasty Warriors 4 Empires will rewrite the rules of Tactical Action! 
 _ This time, the empire you build will be your own! 


7 
7 


@ Powerful new Charge attacks and abilities 


September $29. QQ = # NewVS Challenge Mode and Tactics system 


@ Bonus Archives with rare Dynasty Warriors artwork 


Mild Language 


Violence Dynasty Warriors and the KOEI logo are trademarks or registered trademarks of KOEI Co., Ltd. ©2004 KOEI Co., Ltd. 
All rights reserved. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertain- DO [poev) , = 

ment Inc. The ratings icon is a trademark of the Entertainment Software Association. Dolby, Pro Logic, and the dou- DIGITAL [> | Pa | 5 [ Pa | [ | O Nn 
ble-D symbol are trademarks of Dolby Laboratories. Manufactured under license by Dolby Laboratories. a) 


XBOX LIVE FOR DUMMIES 


XBN’s official guide to a prosperous online experience 
4TH | | 


BROADBAND INTERNET 
ACCESS 

Xbox does not accept 14.4K dial- 
up. Most ISPs work swimmingly— 
with AOL’s high-speed cable 
service being one of the few 
exceptions. You'll also need a 
router if you want your Xbox to 
coexist with your PC online. 


TALK TO YOUR FRIENDS 
It’s an easy way to talk to your 
pals, without pesky things such 
as “telephones” or “phone bills.” 
There’s an ever-so-slight lag 
at times, but this is the best way 
we know of to cheat the system. 


A CREDIT CARD 

Xbox does not accept personal 
checks or gold shillings, so make 
sure you have your credit card 
handy. We’d make a joke about 
Master Chief never leaving home 
without his assault rifle right now 
if we were so inclined, but, 
fortunately, we’re not. 


4 THINGS YOU CAN DO ON XBOX LIVE © 


MAKE NEW FRIENDS 

(AND ENEMIES) _ 3 
Making friends is easy...especially 
when you can’t see them or be 
seen yourself. It may sound 
creepy, but anonymous voice chat 
is a whole new way to socially 
interact. (You freak.) 


AN XBOX LIVE STARTER KIT 
These come in various flavors 


and sizes, but 70 bucks will get 


you a Communicator headset, 
a one-year subscription to 
Xbox Live, and a copy of the 
MechWarrior-inspired shoot-a- 


thon MechAssault. (Note: It’s 50 


bucks a year after that.) 


- DOWNLOAD NEW CONTENT 
~ New levels, scenarios, items, 
and characters are available 


every week—just check 
www.xboxlive.com for daily 
scoops. Alternatively, check out 
XBN’s On the DL for monthly 


updates. 


4 THINGS YOU NEED TO GET ONLINE 


THE ABILITY TO ENTER DATA 
INTO YOUR XBOX 

Name, home address, credit card 
info...a few more things, and you're 
ready to roll. Literally, 10 minutes, 
and you're done dealing with it 
forever. Simple. Easy. Delicious. 
Xbox Live. 


PLAY THE GAMES 


Duh. With more than 70 games 
and 750,000 subscribers online as 
of January 1, 2004, the Xbox Live 
community keeps on growing. If 
you haven't joined already, now is 
the time—just be sure to leave 
your expletive filter at home. 


// CHE CHOU 

| ance cee ae 
// EVAN SHAMOON 
// DAVID CHEN — 

// SIMON COX 


// ANDREW BURWELL 


// ANDREW MENDOZA_ 
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DOWNLOAD MANIA 


All-Star Baseball 2004 
Acclaim/Acclaim 
Roster updates as of June 2003. 


All-Star Baseball 2005 
Acclaim/Acclaim 

Future roster updates and stadiums 
planned. 

Amped 2 

Microsoft/Microsoft 


Three new courses: Sky, Pioneer, and 
Slopestyle 2003. 


Armada 2: Star Command 
Metro 3D/Metro 3D 
Future downloads to be announced. 


Armed and Dangerous 
LucasArts/LucasArts 

Summer Home and two other 
missions are ready for download. 


Brute Force 

Digital Anvil/ Microsoft 

Two deathmatch maps and one 
campaign. 

Burnout 2: Point of Impact 
Developer’s Cut, Criterion/Acclaim 
Online scoreboards. 


Cabela’s Dangerous Hunts 9 
Fun Labs/Activision 
Online scoreboards. 


Conflict: Desert Storm ll— 
Back to Baghdad 
Gotham/Pivotal 

Four new soldier outfi ts. 


Counter-Strike 

Valve/Microsoft 

Office and Inferno maps available for 
download. 


Crimson Skies: 

High Road to Revenge 
Microsoft/Microsoft 

Five new planes, including the 
Vampire, and two new maps. 


Chronicles of Riddick: 
Escape From Butcher Bay 
Starbreeze/VU Games 

Live Aware. 


Dance Dance Revolution Ultramix 
Konami/Konami 
Five single songs and two song 
Bao a for purchase and 
ownload. 


DRIV3R 
Reflections/Atari 
Share replays online. 


ESPN College Hoops 
Sega/ESPN 
Roster updates available soon. 


ESPN Major League Baseball 
Sega/ESPN 
Roster updates available soon. 
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TITLES WITH DOWNLOADABLE CONTENT 


ESPN NBA Basketball 
Sega/ESPN 
Roster updates available soon. 


ESPN NFL Football 
Sega/ESPN 
Updates available. 


Godzilla: 

Destroy All Monsters Melee 
Pipeworks/Atari 

Downloads coming soon. 


High Heat Major League 
Baseball 2004 

3D0/3D0 

Roster updates as of May ’03. 


Hunter: The Reckoning— 
Redeemer 

High Voltage/Vivendi 

Two sets of new costumes. 


Links 2004 

Microsoft/Microsoft 

Plantation, Ocean Mill Director’s Cut, 

and The Gallery North courses now 
¢ available. 


MLB Inside Pitch 2003 
Microsoft/Microsoft 


Roster updates planned for release. 


Magic: The Gathering— 
Battlegrounds 

Secret Level/Atari 
Ten new spells coming soon. 


MechAssault 

Day1/Microsoft 

Four downloadable update packs 
available, some at a small cost. 


Metal Slug 3 
Playmore/SNK NeoGeo USA 
Consumer Group 

Online scoreboards. 


Midtown Madness 3 

Digital Illusions/Microsoft 
Fourteen new cars and 40 new 
checkpoint tracks, all free. 


Midway Arcade Treasures 
Digital Eclipse/Midway Games Inc. 
Online scoreboards. 


MTX: Mototrax * 

Left Field/Activision 

New tracks and other downloadable 
content coming soon. 


MX Superfly 

Pacific Coast Power & Light/THQ 
Two new tracks and nine new riders 
available. 


NBA Inside Drive 2004 
High Voltage/Microsoft 


Spring roster update now available. 


NFL Fever 2003 
Microsoft/Microsoft 
Roster updates as of fall 2002. 


GOING LIVE ||ST 


Everything you wanted to know about Xbox Live (but were afraid to ask) 


NFL Fever 2004 
Microsoft/Microsoft 


Roster updates to be announced. 


NHL Rivals 2004 
Microsoft/Microsoft 


Roster updates as of March 2004. 


Ninja Gaiden 
Tecmo/Team Ninja 
Ninja competition scoreboard. 


Outlaw Volleyball 
Hypnotix/Simon & Schuster 
Interactive 


‘Downloads to be announced. 
Phantasy Star Online Episode | & Il 


Sonic Team/Sega 
Many new quests, the Ss 
released in May. 


Prince of Persia: 
The Sands of Time 
Ubisoft/Ubisoft 
Content TBA. 


Project Gotham Racing 2 
Bizarre/Microsoft 

The Paris Premium pack contains 
eight new cars and seven new 
tracks. 


creat aids Challenge 2 
Digital Illusions/ Microsoft 
Downloadable content TBA. 


Return to Castle Wolfenstein: 


Tides of War 

Nerve/Activision 

Barn and Safe missions are available 
for download. 


Run Like Hell 
Interplay/Interplay 
New levels and monsters. 


Secret Weapons Over Normandy 
Totally/LucasArts 

Four new planes, new skins, new 
maps and missions available. 


Sega GT Online 
WOW/Sega 
Four new tracks and monthly “key” 


- competitions available. 


Soldier of Fortune 2: 
Double Helix 


-Gratuitous/Activision 


Five new deathmatch maps 
available. 


Star Wars: 

Knights of the Old Republic 
BioWare/LucasArts 

Yavin station location available for 
download. 


Star Wars: The Clone Wars 
Pandemic/LucasArts 
Two maps available, Rhen Var and 


Kashyyyk. 


SWAT: Global Strike Team 
Argonaut/Vivendi 

Two new maps, Militant Hideout and 
One-Stop Shopping. 


Tenchu: Return From Darkness 
K2/Activision 
New bosses and two new maps. 


ToejJam & Eart 3: 

Mission to Earth 

TJandE/Sega 

Three new characters and two new 
environments available. 


Tom Clancy’s Ghost Recon 
Red Storm/Ubisoft 
Content TBA. 


Tom Clancy’s Ghost Recon: 
island Thunder 

Red Storm/Ubisoft 

More than 10 new maps, as well as 
three new game modes. Free. 


Tom Clancy’s Rainbow Six 3 
Ubisoft Montreal/Ubisoft 
Five new deathmatch maps 
available. 


Tom Clancy’s Splinter Cell 
Ubisoft Montreal/Ubisoft 

Kola Cell, Vselka Infiltration, and 
Vselka missions available. 


Tom Clancy’s Splinter Cell 
Pandora Tomorrow 
Ubisoft Montreal/Ubisoft 
Two new premium maps. 


Top Spin 
PAM/Microsoft 
Downloadable content on the way. 


Unreal Championship 
Digital Extremes/Atari 

Four new deathmatch levels 
available. 


Whacked! 
Presto/Microsoft 
Content to be announced. 


Worms 3D 
Acclaim/Team17 
Content coming soon. 


Xxill 
Ubisoft France/Ubisoft 
Content coming soon. 


Xbox Music Mixer 

Wild Tangent/Microsoft 

Four karaoke bundles available for 
download as premium content. 


DOWNLOAD MANIA 


So you've got a shiny new Xbox our guide to everything Xbox Live:the —_ looking out for in the near future. 

Live account and a fat stack of games you can play online now, the We've also got a list of the most 
games gathered into small (but games that have downloadable popular games out there as of right 
organized)) piles on your floor, but you — content, and the games with online now, so you know where to go for the 
don’t know where to start. Well, here’s capabilities that you should be stiffest competition around. 


TITLES WITH ONLINE PLAY CAPABILITY 


___ Pam/Microsoft 


Digital Extremes/Atari |. 


World Championship Pool 2004 Blade Interactive/Jaleco |}. 


‘Worms 3D Team 17/Acclaim 


Xi Ubisoft France/Ubisoft |}. 


Dead Man’s Hand Human Head/Atari 


TITLES COMING SOON W/7H 
ONLINE CAPABILITIES 


Battlefield: Modern Combat (available fall2004) = §§= — EA/EA 


Burnout 3 (available Sept. 2004) Criterion/EA 


_Conker: Live & Reloaded a - Rare/Microsoft 


Dead or Alive: Ultimate Team Ninja/Tecmo 


‘Fable (Live Awareonly) = =~—~—~—~—_ Big Blue Box/Lionhead 
Forza Motorsport Microsoft/Microsoft 


| - Bungie/Microsoft 


Jade Empire (Live Aware only) BioWare/Microsoft 


Halo 2 


“MotoGP 2 ee te eee Climax/THQ | Kingdon Under Fire: TheCrusaders . Phantagram/Microsoft 
NBA Inside Drive 2004 High Voltage Software/Microsoft MechAssault2:LoneWolf _ Day1/Microsoft 
NFL Fever 2003 Microsoft/Microsoft |TimeSplitters:FuturePerfect = ## §|j. = EA/EA 
NFLFever2004 = ——_Microsoft/Microsoft | | Unreal Championship 2: The Liandri Conflict Epic/Microsoft 
NHL Rivals 2004 Microsoft/Microsoft 


ster 


TOP 5 XBOX LIVE GAMES 


As of July 2004 


® e. Tom Clancy’s Rainbow Six 3 
"~~ Ubisoft Montreal/Ubisoft 


“<. Splinter Cell Pandora Tomorrow 
Ubisoft Montreal/Ubisoft 


Cape 


3 Bi Counter-Strike 


om/Capcom — “Rec Microsoft/Microsoft 


-.. i, Project Gotham Racing 2 
Bizarre Creations/Microsoft 


ba = Full Spectrum Warrior 
aa \°tG@ ~Pandemic/THQ 


: S. 
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WITH A NEWFOUND ACTION SLANT, 
ODDWORLD STRANGER TAKES THE 
SERIES BACK TO THE OLD SCHOOL. 

‘WELCOME TO THE ODD WEST. 


WORDS: EVAN SHAMOON 


In 1999, Lorne Lanning struck a 
Be match to the game industry by 

announcing that his company | 
Oddworld Inhabitants’ eagerly 
anticipated leap into the third 
dimension, Munch’s Oddysee, was to ~ 
become an Xbox-exclusive title. At the 
time, it represented a major coup for 
Microsoft—early screens of the game | 
were as stunning as anything the 
world had seen, and Oddworld was one 
of the first major developers to | 


commit to its then-unproven platform. 


Moreover, Lanning certainly did not 
mince words when snubbing the 
PlayStation 2 as inferior technology 
that was simply not up to the task of 
hosting his game. 
Fate, it seems, is not without a droll 
sense of irony. Five years later, having 
watched Microsoft itself abruptly drop — 


WWW.1UP.COM SEPTEMBER 2004 ~ 


his company’s next project from its 
first-party lineup, Lanning is 
considerably more coy about the issue. 


_ Sitting around a large black conference 
table at Oddworld Inhabitants’ studio in 
San Luis Obispo, CA, Lanning furrows his 


brow when questioned about the deal 
Microsoft deserted several months 
prior. “You should ask Sherry about — 


_ that,” he shrugs, directing us to his CEO 


and partner in crime, Sherry McKenna. 


_ This is the one and only time Lanning 


will bite his tongue over the course of 
several hours we spend together. 
Later, McKenna responds in curt 


fashion. “At the time, they just didn’t 


see the vision of the game.” Only after 
a long, patient silence does she 
continue. “The way | rationalize itto _ 
myself is that | think Microsoft decided 


_ that it wanted its target market to 


move from the mainstream, casual 
gamer to the hardcore gamer. And so it 
made sense for them to get out, and it 
made sense for us to get out as well.” 
And that was that. 

Whatever the case, Electronic Arts 
has happily tidied up the mess, 
securing the rights to publish the next 
title in one of the most consistently 
creative American videogame 
franchises in recent history. But make 
no mistake about it: This is a very 
different Oddworld than what you’re 


_used to. “We wanted a fresh start,” 


explains Lanning. “if we succeed...this 
should be something people would 
have never expected from Oddworld, 
but could only have come from 
Oddworld.” Like, say, a combination 
first-person shooter/third-person 


melee combat game? 
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shnactives involve rounding up 
the next outlaw and returning 
him to the townsfolk for a 
- unty. While the game does 
_ away with Munch’s Oddysee’s 
“karma meter,” players are given 
greater monetary rewards when 
these outlaws are returned alive, 
providing incentive to avoid the 
prevailing “anything that moves” 
pproach to action gameplay. 
Aside from the stealth-based 
_ Live Ammo types (see page 58), 
Stranger finds various 
environmental areas that allow 
him to hide and/or sneak up on 
enemies while | remaining 
hidden. “Some people choose to 
play more as a hunter, with 
baiting and stealth,” Lanning 
says, “while others prefer to take 
combat head-on with direct 
‘fitepow r Others still prefer 


Pocen | Liebe 


ODDWORLD STRANGER 
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~_ have"employed 
creative implemel 

conversation. the” 
Simple but effective 
button controlled a. 


character and the cons 
to whom you were spee 
feeling of life. To bette 
approach of Stranger, howeVer 
replaced with a more traditional 


approach to character interactic 
walk up to any character and pr 


eee ee : 


these rejo 


ee are that | can n retreat, , go 

_ find higher ground, go find a 

_ waiting position, bait guys to 

_ another place...and then go into 

_ first-person mode and change 

__ the dynamics of what | had two 

3 minutes ago when | was in 
the playing field getting — 

overwhelmed. | can run away, — 

__ basically. And1 can run faster 

than all my enemies.” _ 

___ And not only can you run away, 
but you can also fight back using 


trounce enemies in your path. 


constant switching sna 
: ste and ees 


lspeeked and tm either (ak itor < 

: but of his window an declared: beats me, but | don’t really have : 

“OK, we're coming out ’cause it’s much retreat-strategy capability. 

_ too nice a day out, and youdon’t —_So we wanted to build in 

_ have to be such a punk-ass.” It’s inherent advantages to the fi rst. 

_aline that’s entirely oO _ and third-person [perspectives]—_ 
and, more important, funny— — but they don’t mix fully. So the 
peeve @ once — that the __ advantages of being in third 


various melee moves and tackles — 


’s a simple concept, really—this _ 


~ ODDWORLD STRANGER 
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perspectives—but one that 
defines Strangers gameplay 
quite singularly, in part because 
the controls in each perspective 
are so different. While the first- 
person setup is essentially Halo 
in terms of speed and feel, the 
third-person action recalls equal 
parts Tomb Raider and...MotoGP? 
Lanning explains: “Playing in the 
third-person perspective, if | 
start running fast, the controls 
change to more of a motorcycle 
mechanic. You'll notice 
[Stranger] starts running faster, 
and his arcs start becoming 


_wider. The longer | run, the faster 
my character runs. And [here’s 


“We're always searching for more life i in thé) wane? ‘ aneine ae 
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the Driver bit] | have the ability 
toram things.” Stranger 


resembles a gorilla—or a perhaps" 


a Minotaur?—when traveling at 
top speed, his arched back and 
exaggerated gallop recalling 
Ghostbusters’ canine evil — 
incarnate, Zuul. (And that’s not 
the only intertextual reference 
to Ivan Reitman’s 1984 classic: 
Stranger is also equipped with a 
vacuum-style suck-and-store 
device, used to secure the : 
enemies he needs to bring back 
to town for his bounty.) 


Being atodds | 
What makes Stranger so 
compelling isn’t anythi G 
specific as superior f 
true A.l—it’s scrip 
that create ax 
lead All. p 
Bloor 


al is 
stently solid 


3 aracter 
spment combined with 


its weight. And while it’s true 


that one can’t judge a game on 


the quality of its graphics, it’s 


Satisfying gameplay mechanics | 
and a narrative arc that provides" 
genuine motivation to reach the 

next story point give the are / 


k that 
sess the 
> player's: 


) disappoint 
as crafted a - 
iteractive 
ger. The dry, 
ments are : 
by a population L 
drels,and 
ad and textured | 
ould not look 
bjected on toa 
screen. It’s a world 
g with life, and, as - 
sout,onethat 
edevelopertobuilda 
ary engine to achieve its 
Alotofwhatwedois _- 


iS of animations, bones, — 
oice clips. Many of the | 
characters have 60 bones...so_ 


of the stuff in and out because 


of the low memory constraints © 


fon Xbox]. That’s aot cone 
we could have done with an ott 
the-shelf engine.” : | 

_ Watching the game in motion, 
it’s obvious to see what Bloom 


means; every character 


movement feels fleshy and 
deliberate, without a hint of 


_ graphical inconsistency in sight. Lo 
_ And while it’s unusual to find 
creature designs as aes as 


sive amounts of content—in — a 


we're constantly streamingalot 


THE ARTO OF: 


THE FIRST TEN YEARS: 


1994-2004 


those blanketing the walls of 
Oddworld Inhabitants, it’s 
perhaps even less common to 
see concept art translated so 
thoroughly into living, breathing, 
three-dimensional characters. 
“Our whole idea is to create more 
saturated characters,” Lanning 
says. And this time around, he 
Says with a smirk, “tormenting 
_ them should be fun. 2 


in odd we trust 
McKenna instantly shoots down 
the suggestion that Stranger 
could be described as a shooter. 
“Nothing upsets me more than 


people calling it that,” she snaps. _ 


“It's so much more. Oddworld 
_ Inhabitants will never make a 
‘shooter; because | have no — 
interest in making a ‘shooter.” 
Likewise, Lanning cites — 
considerably more noble sources 
_of inspiration for his game. “My 
first love is fly-fishing, and as a 
fly fisherman, I’ve been close to 
observing how the construction 
of dams often causes turmoil to 
the communities of people and 
ecosystems that live 
downstream,” he says. “It was" 
logical that displaced cultures 
provide a great backdrop in 
setting the stage for an action 


game. You have a culture with an | 


ax to grind, and they’re mad at 
those that have been their 


oppressors. There’s also 
something noble about helping 
the little guy, especially when 
you can see how these 
underdogs have been mistreated 
by a bunch of fortunate 
ignoramuses...especially when 
your character is a lone badass. 
It’s a theme that people can 
easily relate to these days.” 
Oddworld Inhabitants has 
consistently managed to imbue 
its titles with meaningful, 
relevant subtexts, and this one 
should be no exception. 

It will be interesting to see how 
EA chooses to market Stranger. 
The game’s Pixar-like good looks 
and newfound action slant may 
provide all it needs for Oddworld 
to finally swim in the mainstream. 
In many ways, it’s a game for 
everyone; even with the 
newfound emphasis on pulling 
triggers, the game’s quirky sense 


_ of humor and idiosyncratic 


characters remove it from the 
“18-to-35-year-old displaced 
male aggression” niche. McKenna 
believes that the game’s strong 
female following will persist 
despite the preponderance of 
first-person shooting, due to the 
open-ended nature of the 
gameplay and the sense that this 
is still, in regard to its visual and 


thematic sensibilities, very much 


an Oddworld game. “The male 
wants to reap destruction, the 
female wants to find the most 
clever approach to a problem. | 
think that says everything there 
is to say about the two genders. 
Fortunately, we let you do both,” 
she says. 

Time will tell—and perhaps 
more time than necessary, in 
fact, because EA has decided 
that the game will not hit store 
shelves until spring 2005. Our 


- hunch is that the game is in 


reality quite far along, but two 


_ factors will prevent it from 


seeing release in 2004: 1) EA’s 
desire to release the game 
simultaneously on Xbox and 
PlayStation 2 (the PS2 port is 
just now beginning), and 2) The 
all-dancing, all-singing, all- 
selling, all-shooting, competition- 
swallowing winter 2004 release 
of a little ditty called Halo 2. But 
with the better part of a year 
now left to polish and refine 
Stranger, Oddworld may just be 
the perfect place to “take the 
edge off” after six straight 
months spent saving mankind 
from the Covenant invasion. // 


told Ga nespot.com: ‘ 
suspey hat the lessons 
learn At rom the Xbox launch 
come-dowr'to trusting or not 
trus sting focus testing. You’ve got to be 
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4 and how much of it you can trust. On 
* Munch, we were too trusting of the 
focus-testing data and not trusting 
enough of our owncritical analysis.” 
king sure Si meet launch as a 
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’ of equal parts Metal Arms and next year. Now, if only we could get 
a creative kick in the pants—which Grand Theft Auto Ill. This month, American McGee to executively 
is where PC-gaminglegend »XBN sits down with McGee for an _.-produce an issue of XBN... 


Blawiets x2 Frenzy x) 


008258 


innit 
* pe 


a 


Second Sight Kingdoms Under Fire: Burnout 3: Takedown 
(Xbox) | The Crusaders (Xbox) Bua (Xbox) 


Could anyone really ever get tired of | Long thought tohave beencanceled —_Are you ready to kiss your social life 
psychic abilities such as pyrokinesis? after it was dropped by publisher good-bye? We've already self- 


Ghoulies last year. Visually stunning The answer is no, which is why Phantagram, Crusaders is back on imposed a moratorium on playing 
and refreshing in design, this game is | Second Sight has been getting track and nearly ready for release. Takedowr’s addictive crash racing 
Rare’s happy return to form. regular play throughout the office. © And it’s frickin’ sweet! mode...until after deadline, that is. 
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Fact: By thestime y you read this, the 

editors of Xb@x Nation witt already have 
played at least.10 more hdurs.of Halo.2 
than 99.9% of the 09 ric ion. 
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In order to rock the system 

sometimes you need to 

topple a king. The creative 
types behind Forza Motorsport, 
Microsoft’s ambitious real-world 
driving simulator, know this to be 
true—which is why, during a recent 
interview, nobody flinches when 
they’re popped with the inevitable 
question: Can Forza be a Gran 
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Turismo 4 slayer? Although both 
games reside on different game 
consoles, the comparison is, 
nonetheless, apple-to-apple. 

“We're all huge fans of the Gran 
Turismo series,” Garrett Young, lead 
program manager for Microsoft’s 
racing studio, says, who dances 
modestly around why Forza—and 
not Gran Turismo—is what the world 


is really waiting for. “We don’t want 
to show disrespect to [Polyphony 
Digital] because most of us got into 
racing games through GT. But they 
haven’t brought anything new to the 
[genre] in a while. Adding more cars 
to your roster doesn’t make it a new 
game. Just a bigger game.” 


Big, bad words from an as-of-yet 
unknown quantity, to be sure, but 
one look under the hood of 
Microsoft’s two-year-old baby and 
it’s easy to see why Young and his 
team are so confident about Forza. 
The game is a photographic 
assault on both the senses and the 
imagination. Every conceivable 
aspect of simulating mass and 
velocity on four rubber tires has 
been painstakingly—nay, — 
academically—reproduced for the 


most sophisticated driving 
experience available on consoles. 
“There are three core things we aim 
to deliver with Forza,’ Young 
explains. “Realistic graphics, 
[simulation] physics, and car 
ownership and customization.” 

In the background, a looping 
demo of the game on a nearby 
monitor puts amazing visuals to 
Young’s spoken words, playing real- 
time, in-game footage that could 
easily be mistaken for prerendered 
intro FMV from lesser racing titles. 

With Forza’s stark, almost 
conservative graphical realism, 
Young and his team focus less on 
aesthetic style, exploring instead 
the invisible complexity of 
seemingly empty race 
environments—like the dusty, 
serpentine hills of Laguna Seca. 
“The track is a quarter of the screen, 


so we wanted to make it look as 
realistic as possible. This is how 
Laguna Seca looks.” Young says, 
pointing out dynamic skid marks 
where certain opponents have run 
off course, as well as paint streaks 
left on walls from careless vehicles. 
What isn’t visible at a glance, of 
course, are the subtle details that 
play as big a role as any physical 
hairpin corner; exact details such as 
road incline, slope, moisture, heat, 
and width all play crucial roles in the 
overall feel of a particular circuit. 


Picture perfect 

But for most gamers who haven’t 
personally thrown two tons of steel 
around a real-life track at suicidal 
speeds, eye candy and visual 
resemblance will have to suffice. 
Here too, Forza does not disappoint. 
Roadside embellishments feature 
copious amounts of geometry and a 
natural sense of grace, while off in 


the distance, the game stretches 
effortlessly to the horizon, with zero 
object pop-up in sight. 

“We're also doing full-screen anti- 
aliasing,” Dan Greenawalt, Forza’s 
lead game designer and resident car 
freak, chimes, about the game’s 
ability to present sharp, graphical 
clarity without jagged lines. “We’re 
huge fans of Gran Turismo, but its 
graphics [are jaggy] like there’s no 
tomorrow. That’s something we 
really wanted to address.” 

Finally, there’s the issue of 
framerates (or fps: frames per 
second), the measure of how 
smooth and responsive a game 
feels—a technicality glossed over by 
most casual gamers. For example, 
the general consensus on Project 
Gotham Racing 2 is that despite its 
arcade-like physics, the game 
handles like a champ. End of 
discussion. But many hardcore racing 
fans have criticized Gotham for 


1. (Above left) An in-game model of a 
Mitsubishi Lancer Evolution VII. (Below 
left) A photo of the actual car. “One 
thing about working at Microsoft is that 
we have access to people with some 
very nice cars,” Dan Greenawalt, lead 
game designer on Forza, says. 


alee 


FORZA MOTORSPORT 


2. (Above right) This is Laguna Seca in 
Northern California on a clear and sunny 
day. (Below right) This is Laguna Seca in 
Northern California on a clear and sunny 
day. Can you tell which is the 
photograph and which is the game? 
Look closely! 
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displaying only 30fps (as opposed to 
the 60fps standard set by Gran 
Turismo 3 on PlayStation 2). “With 
antialiasing and the customization 
options, we couldn’t do everything,” 
Greenawalt admits. “It was a trade- 
off, but we’ve made up for [Forza’s] 
30fps by polling [the controller] 
three times as often for, technically, 
180fps handling. In terms of 
handling, you are right where you 
need to be.” 


¥ 


Substance abuse 

But beyond just framerates, how a 
racing game feels is largely decided 
by the complexity (or simplicity) of 
its physics engine. As the 
conversation turns toward physics— 
the heart of what makes Forza truly 
different from anything in its class— 
Greenawalt reaches over to his shelf 
(stocked with racing games of all 
origins) and pulls out two fat physics 
textbooks written by guys in lab 
coats who, presumably, were as 
obsessed with the intersection 
between car, rubber, and asphalt as 
Greenawalt and his team. 

“From these books, we get 
formulas that ‘automagically’ crunch 
numbers from real car data for very 
accurate performance in the game,” 
Greenawalt says. “Actually, when we 
were trying to prove our physics 
engine, a certain Ferrari felt like it 
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was a bit dangerous to drive. We 
thought there was something wrong 
with our engine until | read a 
negative review from Road and Track 
magazine that also echoed the 
understeer in our physics model.” 

The amount of car-related 
reference material that Greenawalt’s 
team has to input, tune, and cross- 
check is staggering. Forza will 
feature more than 200 real 
automobiles from across the 
spectrum. That’s 200 cars 
meticulously researched and 
lovingly rendered by a two-man art 
team somewhere within Microsoft’s 
motor city. 

“Car ownership and collection is 
really important among the three 
design standpoints. The way we’ve 
handled our upgrades is very, very 
realistic,’ Greenawalt says, 
showcasing a dream collection of 
real-world body parts that affect not 
only your car’s appearance (on and 
off Xbox Live), but also its 
performance. 

“Customization and 
personalization is where we are 
really changing the game,” Young 
says. “Because at the end of the 
day, we truly believe that you are 
what you race.” // 
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Kingdom Under Fire: The 

Crusaders spent a little 

while off the radar. “We 
didn’t go anywhere,” Phantagram 
director Henry Lee says, but the 
game did disappear from coverage 
momentarily while trying to land a 
publishing deal with Microsoft Game 
Studios. 


Now it’s back and looking as sharp 
as ever, with Xbox Live multiplayer 
and a genre-bending blend of action 
and strategy. 


Crusaders is nearly done. The game 
still mixes the action of Koei’s 
Dynasty Warriors with the large- 


yy 
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scale strategy of another Koei title, 
Kessen. Players command one of 
four heroes on a fantasy battlefield, 
hacking and slashing through enemy 
ranks, but each hero also leads an 
army to war, from similarly powerful 
sidekicks down to units of infantry 
and siege machines. 


Unlike Warriors, Crusaders isn’t 
afraid to mix in factors like the 
effects of terrain. “Let me give you 
archers as an example,” explains 
Lee. “The archer gets attack 
bonuses as he fires from higher 
ground. If the target hides in a 
forest, arrows will be blocked by 
trees and won’t do much damage. 
But the archer can set the forest on 


KINGDOM UNDER FIRE: [HE CRUSADERS 


fire with arrows. However, the fire 
won't be a good idea if it’s raining. 
On a clear day, the direction of the 
sun also will affect the archers’ 
attack bonus.” 


While it’s possible to play Crusaders 
like a real-time strategy game, it’s 
more advantageous to control a 
hero and throw down like an action 
game. “Crusaders has eight sub- 
heroes, around 20 individual 
mercenary officers,” Lee adds, “as 
well as two distinct armies, and an 
RPG customization system that 
gives more depth to what should 
prove to be a satisfying crusade.” 
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British studio Rare’s Kameo: 
Elements of Power is an 
4m unlikely title for Microsoft’s 

big black box, a system fueled by 
gritty military shooters and photo- 
realistic racing games. In contrast, 
Kameo, with its bright, vibrant 
worlds and graphical innocence, is 
surprisingly childlike. Whether it’s an 
aesthetic legacy left behind from its 
days as a GameCube exclusive or 
just a distinct trademark of a Rare 
action-adventure, Kameo remains 
undeniably refreshing from both a 
graphical and gameplay perspective. 


- Although Kameo plays out like a 
straightforward platformer in some 
respects, there’s also well- 
conceived innovation behind the 
gameplay here. The game’s premise 
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is simple: You play Kameo, a fairy 
princess who has to save her 
besieged kingdom from her evil 
sister. To survive in this troll- 
infested world, she must transform 
into a variety of mythical creatures 
at the touch of an Xbox face button. 


he Be ws RELUY SESGSES 


nine unseemly 
creatures will be playable. Although 
our preview build contains only four 
of Kameo’s nine “elements” of 
power, the diversity of each 
creature’s gameplay is readily 
apparent. Here’s an early breakdown 
of this fantastic monster’s ball... 


pe: Fairy princess. 

s: Using the pair of wings on 
her back, Kameo can hover in the air 
and jump higher than most other 
characters. Although she isn’t very 


ty 


combat savvy, you'll need to use the 
little lady during the game’s many 
platforming and exploration bits. 


ma Type: Mobile Venus flytrap. 
Abilities: This two-fisted punching, 
burrowing garden monstrosity will 
be your main offense for most of 
the game—at least in the early 
areas. In addition to using both 
triggers (one for each hand...er, leaf) 
to jab away at trolls, Pummel Weed 
can also burrow into the earth, 
move unseen, and pop up from 
beneath to damage enemies. During 
noncombat sequences, burrowing 
can also be used to get around 
locked doors and gates. 


ype: Big burly armadillo. 
s: In his off time, Ruin belongs 
to a bowling league, except he 


Brutal xt 


literally is the bowling ball. During 
combat, however, Ruin’s spiky 
exterior and bulbous shape allows 
him to not only steamroll enemies 
but also to stick em onto his body 
like a growing snowball. Ruin doubles 
as a rolling projectile if you time your 
charge-up attack just right. 


Type: Great white yeti. 

Abilities: Despite being the slowest 
of the starting four, the aptly named 
white ape’s ice spears—fired both 
willy-nilly and from a first-person 
“sniper” perspective—are handy for 
picking off faraway targets. Up 
close, Chilla can dish out the hurt to 
multiple enemies by slamming his 
fists into the ground. Good for 
fighting off unwanted gangbangs. // 
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DEFJAM FIGHT FOR NY 


Kings of bling and the great hip-hop beatdown 


Hip-hop might have sold the 
last shred of its soul when 
the term “bling bling” was 
added to the Oxford English 
Dictionary’s venerated entries in 
2003, but rap music’s power as a 
social pollinator has surely just 
begun. With the sequel Fight for NY, 
Electronic Arts—gaming’s arbiter of 
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mainstream taste—makes good on 
last year’s promise to give hip-hop 
fans a taste of thug life. 

If it costs less than 20, it don’t 
look right on me. 

With the motto “You are what you 
wear” firmly in mind, Fight for NY 
offers you an unprecedented 
character-creation and 


customization system, allowing you 
to shape and outfit your fighter 
down to the finest detail. Begin your 
Career as an underground prize 
fighter by shaping your character’s 
facial features, body size, and hair 
style. After you’re happy with the 
way he sneers, introduce him to hip- 
hop’s very own Jacob the Jeweler for 
some iced-out gear. While you’re 
there, hook him up with streetwear 
from the latest in hip-hop fashions. 
What kinds of brands they got? 
Fight for NY requires the licensing 
muscle only a publishing giant like 
EA can pull off. Real-life hip-hop 
brands include (but are certainly not 
limited to) clothes by Enyce, Fubu, 
Ecko, Zoo York, and even celebrity ~ 
labels such as P. Diddy’s Sean John 


and Jay-Z’s Rocawear. What’s more, 
you even get a selection of out-of- 
production sneakers such as Nike’s 
vintage Air Force 1's, on top of other 
hip-hop footwear mainstays such as 
Timberland. Altogether, Fight for NY 
presents you with a dizzying amount 
of customization choice. 

Oh snap, can | take all of this 
customized goodness on to Live? 
Sorry, unfortunately, EA has decided 
to focus its efforts on streamlining 
Fight for NY for a superior offline 
experience. You can, however, give 
new meaning to the term “fashion 
victim” via the genre’s traditional 
two players, one screen setup. // 


STAR WARS BATTLEFRONT // SECOND SIGHT 
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‘WARS BATTLEFRONT 


_ The fai of an n eMtire galaxy onpXbox Live 


A large-scale Si Wars 

combat, game.is the stuff of 

geek dreams. ol the 
folks who brought youFull Spectrum 
Warrior comes Battlefront, a fast- 


_paced Star Wars meets massive 


team- based compat (a la 


troops on both sides to. captureand 


~ bh. hold strategic areas throughout the - 
Star Wars galaxy. At your eicposali is 
a fantasy fleet of Star Wars _ 3 
Pe vehicles—including speeder bikes” 
and AT-AT walkers—to commandeer. : 


SECOND SIGHT 


= . ous 
Digital deja vu 
No, you’re not seeing 
double—this here’s an all- 
new action-adventure game 
featuring ESP, espionage, and a bald- 
headed badass with a cloudy past. 
I see a game! It’s...it’s...Psi-Ops? 
Bzzt! Sorry, Captain Sarcastic, wrong 
answer. Chew on 25 volts as we 
enlighten you about what makes 
this an all-new head trip. Taking 


cues from Konami’s Metal Gear Solid, 


Sight sports stealth, with plenty of 
creeping, peeping, and peering 
around corners—and gunplay, too!— 
but the hook here is hero John 
Vattic’s psychic powers, including 
psi-blasts, charm (invisibility), self- 
healing, projection, and telekenesis. 
Still sounds like Psi Ops to me... 
So far, the script is a far more 


eloquent affair than Psi-Ops’, with 
twin story lines intertwining and 
altering one another. Still, one thing 
that Sight does share with Psi-Ops is 
that—with its game mechanics 
seemingly firmly in place—balancing 
will be critical. Seconds, anyone? // 


teamwork. Your team-player 
mentality begins initially when you 
choose a combat occupation. Each 
faction features character classes 
such as light and heavy infantry, 

snipers, pilots, and, for Repel 


advantages and disadvantages for 
each army. Currently on Xbox Live, 
Battlefront runs at a decent clip in 
16-player skirmishes. 

What about single player? 
Although single player is strictly you 


get to hone yourskillsimpalactic 
conquest mode. Winning battles and 
=f a capturing planets in conquest mode 
awards you bonuses for upcoming 
campaign battles (one of which 
involves an under-construction 
= “Death Star). We hope the final 

_ product is soft and smooth, not eects 
coarse andirritatinglike..sand.// 
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Do androids dream of American McGee? 


The game industry can be a 
cruel mistress. Fame 
earned off a hit title, if it 
even comes in the first place, can 
be fruitlessly frittered away with 
one or two stalled projects. 
American McGee, a PC 
game designer whose 
résumé includes 
classics like Quake 
and Quake Il, knows 
this reality better 
than most folks. 
That’s part of the 
reason why his 
involvement with 
Scrapland, a free-roaming 
action-adventure due in early 
2005, is such a pleasant surprise. 

Not only does it mark the 
return of a producer who’s 
been silent far too long, 
but McGee’s 
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branding (at least in PC-gaming 
circles) also spells a brighter future 
for Scrapland, a game that was 
destined for obscurity. 

McGee (yes, his first name really 

is American) may be 

unknown to console 
gamers, but to 


his face and 
moniker is 
instantly 
recognizable. 
McGee’s main 
claim to fame is 
» none other than a 
7 ~* game with his own 


McGee’s Alice—released in 


“8 2000. with its bloodied goth- 


: chic heroine Alice and 
unsettling take on 


most PC denizens, 


il, name planted firmly in 
| i the title: American 


Lewis Carroll’s Wonderland, Alice 
remains one of PC gaming’s most 
stylish outings in recent memory. 
And then—nothing. 

So where’s he been for the past 
four years? As McGee puts it, the 
industry’s million-seller-or-bust 
mentality did him in. “We had 
optioned out the movie rights to Oz 
[another fairy-tale action game],” 


figs a 
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McGee explains, “but then every 
publisher we took the game to 
wouldn’t consider picking it up until 
the movie was green-lighted. We had 
tons of design work done and 
playable PC and Xbox versions 
running, but nobody was willing to 
try it, and | got sick of it.” 

After putting Oz (and years of 
effort and design) on hiatus, McGee 


took an executive producer role with 
Enlight, a Hong Kong PC publisher 
looking to break into console 
gaming. There, he was pitched 
Scrapland, a quirky action game two 
years into development at Madrid- 
based studio Mercury Steam. A 
mixture of Blade Runner neon and 
film-noir campiness, Scrapland is a 
vast city-planet populated entirely 
by robots. You play a drifter droid 
named D-Tritus, who’s asked to solve 
a string of robot murders. 


Armed with the ability to assume 
the identity of fellow robotic 
denizens and a penchant for jacking 
space vehicles, D-Tritus wanders an 
enormous Scrapland, searching for 
clues and accomplishing missions. 
Imagine Grand Theft Automaton 
with a doppelganger twist and 
you're remarkably close to 
Scrapland’s open-ended experience. 

“| was immediately drawn to the 
look and size of the environments in 
Scrapland,” McGee says, adding that 


it takes approximately 10 real-time 
minutes of travel to skip completely 
across town. “As for the art style, it’s 
really unique. | never get tired of 
flying through the cities; the way 
everything comes together, it looks 
like an animated film.” 

But in an atmosphere where 
gamers are cautious to bite when it 
comes to unknown faces, Enlight 
knows Scrapland has an uphill battle 
in 2004—which is where McGee’s 
prestige comes into play. 


“| don't know if this is a bad word,” 
McGee says, “but we are trying to 
make Scrapland a mass-market 
game.” The potential for success is 
definitely there; Scrapland’s witty 
dialogue (shades of Metal Arms’ 
goofy quips are present), the 
beautiful cityscapes, and the novelty 
of switching forms on the fly could 
make McGee and Scrapland more 
than just another industry footnote. 
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FABLE 


READY AND FABLE 


Step aside, Final Fantasy. Having been in 
wa § development for the better part of five 
mm years, Microsoft’s RPG opus Fable is 
finally ready to tell its tale—and what a strange 


and innovative epic it is. 


Originally dubbed “Project Ego” by Executive 
Producer Peter Molyneux (Black & White), Fable 
weaves a Saga of heroes and villains, and the 
paths they take to amass fame and infamy. 

For our exclusive hands-on report, we locked 
ourselves in a room for two days with Fable and a 
bedpan—what surfaced were five reasons why 
this game will forever change digital role-playing... 


1 // CHARACTER 
CUSTOMIZATIO! 
While most RPGs give you a 


modicum amount of character 
customization, Fable sets a new 
precedence for the genre with its 
many freedoms. From hairstyles to 
tattoos, the possibilities here are 
limitless. Beneath the skin is a slew 
of malleable stats. In Fable, the more 
you use an ability, the better you 
become in that field. 
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In Fable, all life-and-death struggles 
play out in real time—meaning you're 
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only as powerful as you are adept 
with an analog stick. While combat 
in Fable isn’t as fast nor as deep as 
Tecmo’s Ninja Gaiden, it is satisfying, 
nonetheless, to skillfully lop your 
opponents’ heads off with one clean 
swing. Those who possess more 
brains than brawn can, for instance, 
equalize the fight by slowing down 
time to give them an edge against 
vagrants. Your battle proficiency 
also has an effect on your 
character’s visual cues. 


Fable’ S narative | is anil into 
chapters that chronicle a window of 


- a Gad 
steps 


years in your aging character's life. 
The game opens with childhood, an 
hour-long story-heavy tutorial that 
sets you up nicely for your 30-plus- 
hour journey. As the story 
progresses, so do your character’s 
age and physical appearance. 

4 // MORAL CHOICES 

Above all other eatin Fable’s 
greatest contribution to its genre is 
the number of moral decisions the 
game throws at you. Even as a kid, 
you're forced to moralize on your 
toes. Do you rat on your neighbor 
who’s having an affair, or keep silent 
to reap the payoff? Do you punch 


the annoying kid in the nose? Or do 
you become his friend to pick up an 
important tip? Oh, the humanity! 


5 // WE CAN BE HEROES 
The moral choices you make have 
real consequences in the game. Live 
a just and righteous life and watch 
the world spread tales of your good 
deeds far and wide. Slaughter one 
too many civilians, however, and the 
world recoils in horror at your 
tyranny. As the flip side of glory, 
notoriety also has its advantages. 
The ripple effect of your actions 


_ makes Fable’s world an organic and 


one-of-a-kind experience. //_-- 


o Anonymous Goon #35, two- 
bit player in the action-RPG 
y X-Men: Legends, has a new 
best friend—physical malaise. He’s 
just been frozen by the mutant 
Iceman, then thawed, grabbed by 
the weather-manipulating Storm, 
and monkey-flipped toward Gambit, 
who uses his staff to bat #35 away 
like a meatball thrown by a bush 
league reliever. 

Sho ouldn’t ' Or 
Go ahead, beat on Goon #35. He 
deserves it. Each X-Man in the 
player-controlled team of four can 
whale on #35 with quick punches 
and kicks or more powerful 
smashes, which are both mapped to 
the Xbox controller’s face buttons. 
Or, for a more personal touch, they 
can grab a target and toss him in 


we be nice to Goons 
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any direction, a handy trick when 
there’s another X-Man nearby. 
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Goon-crushing powers are nice, but 
where Legends excels is in how it 
handles teamwork during combat. 
Among one of many possibilities, 
your X-Men can carry out 
combination attacks—that way, 
Colossus can pick up Wolverine and 
hurl him into enemies for a “fastball 
special.” The screenshots here, 
however, do the game little justice. 
In motion, Legends is a vibrant and 
hectic action-RPG reminiscent of the 
Baldur’s Gate series on consoles— 
only this time, you won't have to kill 
giant rats in a dank basement. // 
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_It seems there’s a new 
| World War II-era first-person 
4mm, shooter replete with Nazis, 

D-Day re-enactments, and swelling 
orchestral melodrama every six 
months. Case in point: Brothers in 
Arms, a new squad-based tactical 
shooter that covers the exploits of 
the 502nd “Screaming Eagles” 
Regiment of the 101st Airborne and 
its operations on, and after, D-Day. 
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OK, we could talk up the snazzy 
graphics and the exhaustive 
research that went into Arms, or 
we could mention how mission 
areas are massive and sans load 
times (imagine jumping from your 
plane in a night sky lit up by 
antiaircraft fire, then pulling the 
chute and wafting to the ground in 


one seamless in-game cinema). But 
what truly distinguishes Arms from 
the rest of the WWII pack is the 
game’s use of squad tactics, as 
you'll actually command two small 
squads in battle and use tactical 
maneuvers, such as flanking the 
enemy or using cover-and-fire 
techniques to suppress and 
eliminate your enemies. 
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Bingo. Just like in the above games, 
issuing orders to your troops Is a 
snap—just pull the left trigger, point 
your context-sensitive cursor to 
various parts of the map, and let go. 
As your squad advances, they’ll 
follow military doctrine, taking care 
to always take cover or alternating 
fire rhythms to accommodate for 
reloads. You can even zoom way out 


with your situational-awareness 
map, which shows everything you 
currently know about your current 
skirmish, and plan your next move 
while the game remains paused. 
This methodical take on war tactics 
gives Arms a strategy twist not 
found in most first-person shooters. 


, 
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Later on, you get to command tanks, 
which are good for providing 
suppressive fire via their machine 
guns, while their main turrets make 
short work of light armor. Plus, they 
work great as mobile cover for your 
troops. But to really give you an idea 
of just how historically accurate this 
game is, XBN takes you back to 


Normandy, circa June 1944... 


// Here’s how you assault a house 
occupied by Nazis: Plant a team by the 
back door to intercept any escaping 
Nazis while your main team 
suppresses those hiding inside with a 
furious storm of lead. Given enough 
pressure, your enemies will try and slip 
out the back, only to be cut down by 
your fellow brothers in arms. 


‘tb pes 


// This stretch of Dead Man’s Corner 
is where a U.S. Sherman tank got the 
shaft from a panzerschrek team. As 
the black-and-white photo blend in 
this screenshot indicates, Gearbox did 
a ton of research (utilizing present-day 
French countryside recon plus old 
aerial photography) to create 
authentic battle environments. 


// \f a soldier gets shot, he’s not 
necessarily knockin’ on heaven’s door. 
You have a medic in your squad who 
scrambles during the heat of battle to 
patch up injured soldiers. If you do lose 
a couple men, you may get friendly 
reinforcements in between sorties. 
Whatever you do, just be sure to keep 
that medic alive. Morphine, please! 


To Carentan 


wore 


// Fields are excellent patches for 
ambushes and flanking maneuvers. 
The few trees that are here provide 
excellent cover for setting up a nasty 
ambush, while the tall weeds and 
grass keep you hidden (if you crawl on 
your belly) for a surprise maneuver. 
But Achtung! Just don’t get caught in 
the open field yourself. 


Marner 


// This here building is part of Dead Man’s Corner, the centerpiece for this mission. You 
have to secure and hold this house while waiting for reinforcements to sweep in and 
occupy the area. There will be plenty of intense firefights at this historical intersection. 


// The serene beginning to a hellish mission. The 502nd is on its way to Carentan, a 
key locale that helped the Allies maintain Normandy after D-Day. The city in the horizon 
(pictured above) is actual geometry being rendered in real-time. 
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Splinter Cell: Chaos Theory = “SP —) |. Postmodern Fallout resurrected 

Ubisoft recently confirmed what we've been suspecting i tteeae S i combat Bethesda, publisher of Morrowind and Pirates of the 
for months: The next version of Splinter Cell, now ae ; EA's Battlefield: ; Caribbean, has announced acquisition of rights to 
officially titled Chaos Theory, is slated for release a ie re | 9 Modern Combat for ; the highly acclaimed RPG franchise Fallout. 

holiday 2004. With Sam Fisher’s latest hide-and-go-seek i, ¥ = Xbox has been : Bethesda will publish and develop Fallout 3 
adventure, Ubisoft's team in Montreal plans to ; ; delayed until 2005 (presumably for the PC platform), while retaining 
implement open-ended level designs, as well as . te Why? The aciction 6¢ rights to also bring variations of the franchise to 
advance A.|. that remembers past events. 7 single-player mode. consoles and handhelds in the future. 
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Halo 2. Uttering its very 
name produces quivers of 
m= anticipation in the offices 

of Xbox Nation. Bungie's sci-fi opus 
will set not just the Xbox world, but 
all of console gaming aflame with its 
first-person-shooter goodness. The 
big mystery now is how Halo 2 will 
play out in single-player Word is that 
the story will take shocking twists 
and turns as early as the second 
level. Speaking of single-player, here 
are two new morsels of info: 


e The Pelican dropship is no longer a 
pre-scripted part of the background. 
A.|. marines can actually use it to 
attack hostiles in the area! 
e The Warthog jeep can now take a 
licking and keep on ticking. If its 
wheel gets shot off, the vehicle will 
handle accordingly. 

In the meantime, occupy yourself 
with a game of Riddick until 11/9. 
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MechAssault 2: Lone Wolf = 


Men of Valor: Vietnam 


Mercenaries 


Metal Slug 4 & 5 

Metalwolf Chaos 
Midway Arcade Treasures Vol. 2. 
Mortal Kombat: Deception 


Red Ninja: End of Honor _ 
‘Robotech: Invasion 
-. Rocky Legends - = i 
Sahara eee aaeeaseese 
- Samurai Shodown 5 Special ae 


Scaler 


_ Scrapland ==: | 
‘Second Sight. - 
‘ShellShock: Nam’67__ 

:: Silent Hill 4 
- SNK vs. Capcom: SVC. Chaos_ 


-: Snowblind | 
‘ Spikeout: Battle Street 

_: Splinter. Cell: Chaos Theory 
‘SRS. 

> Star’ Wars Battlefront 

-* Star Wars Republic Commando 

_: StarCraft: Ghost | __ 

.. State of Emergency 2. 

-- Street Fighter 


Anniversary Collection: 


Street Racing Syndicate 233 
‘*Stubbz 

Tak 2: The Staff of Dreams 

_ Teenage Mutant Ninja Turtles 2 


-. Terminator 3: Redemption 


Test Drive: Eve of Destruction 


_. The Fast and the Furious. 


The Incredibles... 


, The thd Ages ne 


The Third Age 


-- The Movies - 


The Punisher 
The Red Star 


- The Shield 

The Sims 2004 } 

The Urbz: Sims in the City 

_TimeSplitters: Future Perfect. - 

- Tony Hawk's Underground 2 
- Tron2.0: Killer App" | 

- Ultra Bust-A-Move 


Unreal Championship 2. 


X-Men: Sega 
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_-Microsoft Winter 
Vivendi September Yes 
LucasArts Winter No 
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Midway Fall c 
_ Midway | _. Spring 2005. No 
Electronic Arts. Fall 
- Electronic Arts Fall 
Electronic Arts Falt 
Electronic Arts Fall 
Electronic Arts. ~ Fall 
‘Ubisoft ~~ Fall 
Codemasters Fall 
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Microsoft | Fall 
“Dreamcatcher Fall 
Groove Games Fall 
Microsoft TBA 2005 
_-Microsoft TBA 
“Namco Fall No 
Vivendi Fall Te) 
Ubisoft... Winter TBA 
_-Microsoft _--- Winter- No 
- Vivendi Fall No 
_.Gathering Fall : 
-.. Ubisoft Fall f 
ses PBA: = >>: - Fall No 
SNK Fall 5 
TDK Winter No 
Enlight January 2005 . No 
--» Codemasters Fall» No 
Eidos TBA No 
Konami Fall No 
SNK Fall | 
Eidos Winter 
Sega Fall 
Ubisoft November 
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LucasArts Fall 
LucasArts Fall 
Blizzard Winter No 
Bam Winter te) 
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‘Vivendi Winter No 
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Electronic Arts Winter No 
‘Activision Winter Ne 
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Acclaim October No 
Sammy - - Winter No 
Electronic Arts Fall No 
- ‘Electronic Arts Fall No 
. Electronic Arts. . Spring 2005 
Activision Fall 
- Buena Vista Games — Fall 
Majesco Fall 
Microsoft Fall * 
Activision September No 
Playlogic Fall “Yes 
Kemco = Fall NT 


“If you aren’t fired with 
enthusiasm, you will be 
fired with enthusiasm,” 

dead football coach Vince Lombardi 

once noted before he was stuffed 
into the Earth. 

In the war that is football games 
on Xbox, the primary combatants 
have been whittled down from 
three to two. With Microsoft’s NFL 
Fever sitting on the sidelines this 
year, Sega and Electronic Arts are 
facing off in a heated and highly 
enthusiastic brawl to claim gridiron 
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Guilty Gear X2# Reload: 
The Midnight Carnival 


This collection of random words, 
letters, numbers, and symbols in this 
title may seem like gibberish, mostly 
because it is. The game, however, is 
brilliant with a side of great. 


Catwoman 
Electronic Arts 


The horrid platformer Catwoman 
reminds us all that bad kitties 
should be spayed, neutered, 
euthanized, buried, and the ground 
they’re dumped in forever salted. 
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NFL series makes its online debut —__—_ great football experience. f 
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Madden NEL Football 
Electronic Arts 


Showdown: Legends of 
| Wrestling (Acclaim) 


Jake “The Snake” Roberts, as noted 
in the documentary Beyond the Mat, 
once refused to wrestle a show 
unless the promoters of the event 
bought him a vial of crack cocaine. 


Fifteen years ago, a beefy, beer- 
endorsing, airplane-phobic football 
coach licensed his name and 
likeness to a videogame company. 
This one is for you, Mr. Madden. 
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SPIDER-MAN 2 


Full Spectrum Warrior 
THQ 


Real-time strategy and squad-based 
tactics come together in one neat, 
ultraviolent package. Online or off, 
this one shines like a polished bullet 
in the sun. 


Knight’s Apprentice: Memorick’s 
Adventures (XS Games) 


Adventures in fetching stuff, that is. 
Young knight Memorick stumbles 
through this lackluster adventure, 
reminding us all that sometimes we 
don’t need another hero. 


MAKING THE GRADE 


= 


XBOX LIVE 


Look for this handy 
: orange box describing 
a game’s Xbox Live 
content. As always, Xbox 
Live content will be 
factored in to achieve a 
holistic final grade. 
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Ten-yard might 


, To simply state the fact 
the Madden NFL series 


turns 15 this year does not 


do justice to its impressive 
longevity. To give you a better idea 


of how old the franchise is, consider 


this: The very first Madden 
videogame went on sale the year 
the Indianapolis Colts selected 
quarterback Jeff George as the No. 
1 overall pick in the draft. Today, 
George is bald, misshapen, and out 
of the game. Madden, on the other 
hand, is at the zenith of its career. 
The bottom line: Madden NFL 
2005 is, once again, a marvel of 
gaming. The graphics have gotten 
richer, particularly the stadium and 
player details (you can actually see 
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the mesh holes in the players’ 


jerseys stretch as they move). The 


animation is smoother (when you 
press the Sprint button, your player 
doesn’t just suddenly kick into warp 
speed—he realistically accelerates 
to his top speed). And, most 
important, the A.I. continues to 
evolve. Case in point... 

For veteran Madden gamers, one 
of the biggest frustrations has 
always been the CPU’s inability to 
put together a serious rushing 
threat against your defense. Though 
the game still hasn’t quite found the 
perfect formula, there are notable 
improvements here. If you’re playing 
against some of the league’s top 
running backs (read Jamal Lewis, 
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Clinton Portis, Ahman Green, et al.), 
you're really going to have to pay 
attention to them. Gone are the 
days of lining up in a nickel or dime 
defense on every down and 
assuming you can consistently stop 
the run. 

Conversely, if you hope to 
successfully rush against the 
computer’s defense, you'll need a 
more precise and patient hand. Just 
like in the real NFL, ball carriers in 
2005 need to wait for running lanes 
to develop if they want to 
consistently break for long gains. It’s 
also not so easy to evade open-field 
tacklers anymore. Even if you have 
only one more man to beat to get to 
the end zone, you'll generally need 
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to employ more skill than simply 
pressing the Juke button. 

Regarding improvements in the 
passing game, remember how easy 
it used to be to lob a pass to your 
receiver who was 25 or 30 yards 
downfield and, more often than not, 
watch him make the grab without 
having to do anything more than 
press the Pass button? Those days 
are thankfully over. If you want to 
consistently catch balls on post 
routes and fly patterns, you'll need 
to take control of your receiver and 
position him in an advantageous way 
against his cover man. 

However, in spite of all the gushy 
praise, the Madden series is getting 
staid in some respects. The two 
most glaring areas in deep need of 
overhauls are its franchise mode and 
playbook department. Granted, 
there are certain classic football 
plays that have existed since the 


age of leather helmets, and it 
would be silly not to include them 
in each year’s playbooks, but for 
seasoned Madden gamers, you'll 
recognize an overabundance of all- 
too-familiar plays. 

With the franchise mode, there are 
a couple of nice enhancements, 
such as the ability to hire and fire 
assistant coaches and the in-season 
progression of players. But the 
scouting of college talent, the draft, 
contract negotiations—the whole 
off-season gamut, basically—is 
starting to feel a tad antiquated. Not 
helping matters much is the fact 
that ESPN NFL 2K5, Madden's 
primary competitor, knocks the off- 
season and management elements 
out of the park. 

Other “additions,” such as the 
sports-radio talk show hosted by 
Tony Bruno and the thousands of 
newspaper headlines you can read 


each week, are simply unnecessary 
decorations. Listening to sports-talk 
radio is one of the most mind- 
numbing things a person can do in 
real life—why would anyone want to 
listen to a digital version of one of 
these boobs? 

2005 will not disappoint its 
hardcore fan base. However, with 
the emergence of the ESPN NFL 2K 
series, the Madden team cannot 
afford to rest on its reputation. 
Madden has enjoyed unmatched 
dominance in football gaming since 
its inception, but that supremacy is 
being challenged—2006 will prove to 
be a pivotal year for both of these 
elite franchises. 
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RRR eR EK SEER 


RoR Be Re 


PUBLISHER: Sega. :// » DEVELOPER: Visual 


mcepts. //- PLAYERS: 1-4. // . 


Easy like Sunday morning football 


This year the Madden NFL 
crew has a real fight on its 
hands. From graphics to 
gameplay, Visual Concepts’ ESPN 
NFL 2KS5 is a sterling package. And 
the game’s sticker price of $19.99 
makes this year’s ESPN versus 
Madden matchup one for the ages. 
Bad news first: The single most 
glaring problem with 2K5—one that 
wouldn't be acceptable even if this 
game were reviewed five years 
ago—is the crowd A.|. The audience 
is just flat-out stupid, and this is 
terribly unfortunate because it 
distracts from what would otherwise 
be a totally immersive NFL gaming 
experience. One second, the crowd’s 
going wild—the next, you can hear a 


pin drop in the stadium. It’s like 
you're playing football in front of 
70,000 narcoleptics. 

Other than the crowd-noise issue, 
the only other notable problems are 
occasional continuity lapses in the 
animation, the most obtrusive of 
which is when you see a player 
sprint into the end zone, only to 
abruptly begin walking as soon as he 
crosses the goal line. 

However, other than very rare 
blunders in realism, the player 
animations—everything from 
tackling to receiving to blocking— 
are the most realistic and fluid seen 
in video football. Better still, you can 
play 2K5 for days on end and still 
see new moves for the first time. To 
take this realism a step further, an 
impressive number of players 
possess distinguishing animations 
akin to their real-life counterparts’. 
You'll recognize quarterback David 
Carr’s unorthodox pass mechanics, 
as well as Michael Vick’s trademark 
wrist-flick delivery. 

The A.l. is top-shelf, too. Typically, 
the weakest aspect of any football 


Train running backs by making them do yoga to increase their flexibility. 
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game is your computer opponent’s 
defensive secondary, but the 
corners and safeties in 2K5 boast 
mind-blowing realism. They don’t 
follow predictable behavior patterns, 
so figuring out their schemes isn’t as 
easy as it has been in years past. 
Dynasty and season mode fans 
will love the new prep-week feature. 
This is exactly what every virtual 
control freak has been waiting for. 
With 2K5, you now oversee a 
painstaking amount of detail leading 
up to each week’s game. You have to 
decide which days your team 
practices in half or full pads. Should 
you be psychologically hard on your 
players, or do they need a boost in 
spirit? What aspects of the game 
should your assistant coaches focus 
on? Assign each unit on your team 
specific areas of film to study, 
positional drills, aerobic workouts, 
and alternative training (meditation, 
yoga, Pilates, even leadership and 
sensitivity training—yes, it goes that 
deep). The beauty of this depth is 
that you can custom train your 
players to match each week’s > 
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> opponent. For instance, if you're 
preparing to go up against the 
Kansas City Chiefs, you might want 
to spend more time with your 
defense to emphasize stopping 
running back Priest Holmes. 

If you’re a devout disciple of ESPN 
(the network) and SportsCenter in 
particular, then this is definitely the 
football game for you. 2K5 does a 
brilliant job of capitalizing on its cult 
of personality. You get sideline 
reporting from Suzy Kolber, draft 
analysis from Mel Kiper Jr. (he even 
does an annual mock draft!), and a 
halftime show and SportsCenter 
recap hosted by Chris Berman, 
complete with his trademark 
commentary over the game 
highlights. 

2K5 is good. Damn good. Is it 
worth abandoning old man Madden? 
Well, at $19.99, Visual Concepts is 
betting that you'll buy both titles 
this year and decide for yourself 
that it’s time for Madden to hang up 
the yellow eyebrows. Now that’s a 
game plan. // 

Scott DeVaney 
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IMPORT REVIEWS // MAGATAMA // PUYO POP FEVER 
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rhe myth of good gameplay as told by Microsoft 

Xx Apparently Magatama is an 
ancient Japanese word 
| meaning “slow and stupid 

and perhaps best left on the 
continent where it was birthed.” O 
maybe that’s just the way it seems . 
after 15 minutes of play... 7 


Abe fast: paced 3D action same, 


oe was create ae by Japane 
developers For Japanese consumers. 
Microsoft refuses to publish 
Magatama in the United States 
eee its indigenous themes 
would be too difficult for Western 


audiences to grasp...or so it claims. 


[he real reason, one surmise Be is 
that the gameplay kinda sucks. 
Drawing heavily on Shinto 
mythology, Magatama treats players 
to a tremulous tale of spirits, gods, 
and foreordained warriors. At its 
core, Magatama offers standard 
brawn-over-brains 3D action fare; 


ple iyers Fig nt evil é llige itor after evil The tingle means it’s working! 
alligator until the end of the level 
and the inevitable boss battle. Enter 
cut-scene, wash, repeat. 

Mashing the Xbox controller’s Y 
button will get you through most of 
the game, and when that doesn’t 
work, a quick press of the X button 
unleashes Orochi, a flying spirit that 
clears the screen of enemies. While 
the game looks brilliant at times, the 
monotonous battles will persuade 
most players to quit before they c 
see many of Magatama’s beautift ‘ 
environments. Although 3D action le. , ; 
games such as Otogi 2 and Ninja _, Ude Vy : | me : =. = “r a t:much at all. 
Gaiden follow a similar formula, they ae . : ou: oe 
sive their players a sense of 
progress and accomplishment as the 
central character grows more 
powerful. Magatama lacks any sense 
of progress. 

[hree-dimensional-action nuts 
starving for a new fix should be 
warned: Magatama offers a nice 
representation of Japanese 
mythology but is sideswiped by 
shallow and unfulfilling gameplay. 
Ultimately, despite its immense 
beauty, Magatama is naught but a 
curiosity: hard to swallow and even 
more painful to digest. // 


Ryan Payton 
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Wrestling for dummies 


Nostalgia meets trash 

when Showdown: Legends 

of Wrestling drops the 
atomic elbow on, in no particular 
order: unbroken gameplay, fluid 
animation, artificial intelligence, 
and fun. Despite having a roster of 
70-plus oiled-up behemoths, a host 
of real-world arenas, and 
commentary from wrestling sages 
Bobby “The Brain” Heenan, Tony 
— Schiavone, and Larry Zbyszko, this 

ewe" game is, to use the colorful lingo 

often heard in the locker rooms, a 
steaming doodie. With extra stank 
on it. 

Wrestlers here are dumber than 
lobotomized chimps; in a hotly 
contested match wherein Dusty 
“The American Dream” Rhodes 
pitted his cheeseburger-enhanced 
sid, ieee Saker ha oir bulk against that of hated grappler 
a Gls RiGG ARES Relehe Abdullah the Butcher, it was 
possible for Rhodes to climb the 
ropes—a miraculous feat in itself 
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ProTip: Delicious quips such as “ 


- MSRP: $49.99 © //. ‘ESRB:T: : SS: 


ce to see you!” will endear you to fellow racers. 


POWERDROME 
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considering the man’s prodigious 
girth—and perform leaping strikes 
not once, not twice, nor even thrice 
without being contested by the 
computer-controlled Butcher. In fact, 
Rhodes assaulted his standing foe 
14 times in a row before the A.l. 
thought to counter the attacks. 
During steel-cage matches, brainiac 
wrasslers will climb the chain-link 
fence, stop, drop down, and repeat 
the process multiple times. 

Possibly animated by 
glaucomatous seniors or eyeball- 
less cave fish, Wrestling offers such 
visual candy as countered moves 
performed by fighters who are 
neither within 10 feet of each other 
nor facing the proper direction. 
Sometimes the wrestlers 
pantomime counters for moves and 
attacks that haven’t been performed 
or teleport great distances across 
the various rings. 

As for the rest, well, it comes with 
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' SHOWDOWN: LEGENDS OF WRESTLING 


limited moves for all the wrestlers, 
commentary that’s insightful yet 
horribly repetitive, and a lot of stuff 
clipping through other stuff until the 
game gets turned off, which is 
undoubtedly for the best. Consider 
this a horrible trip down memory 
lane and use whatever means 
necessary to repress it. // 
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PUBLISHER: Eidos 


ESTLECRAP* .... 


sects 
Pi dle i al 
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WRESTLECRAP! 


\\. Sometimes, as Frank Sinatra noted, luck be a lady. In the case of Xbox’s luck with wrestling games, it’s very 
_ Much a lady who's been run over by a truck. And then another truck. And finally, the ambulance that came to 
pick her up. From Backyard Wrestling: Don’t Try This at Home to WWE Raw 2, Xbox has two-plus years’ worth of bad-to- 
awful wrestling games in its lineup. To celebrate this black past, Xbox Nation hired RD Reynolds, the brains behind the 
hilarious website WrestleCrap.com and author of the book WrestleCrap: The Very Worst of Pro Wrestling, to give his 


take on the state of wrestling for Xbox. 
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Eastern RPG goes Western, then atti 


Although Sudeki’s 

development time wasn’t 

egregiously long, 
considering the relative lack of 
RPGs for Xbox, it seemed 
interminable. And British developer 
Climax wasn’t promising just any 
RPG, but a sprawling, Japanese- 
style game, the sort that other 
systems offer in relative 
abundance. This begat a question 
for the ages, with all concerned 
parties wondering: Is it possible for 
a Western developer to pull off an 
Eastern-style RPG? 

The answer is both yes and no, but 
no matter how you slice it, it’s 
doubtful RPG behemoth Square Enix 
is going to lose any sleep over it. 


With a wealth of different 
locations and side quests sprouting 
like weeds, Sudeki does indeed 
sprawl—just about every virtual 
citizen of its world seems to need 
something. Climax has done a 
commendable job of creating the 
game world; Illumina features lush 
graphics and a nicely consistent feel. 
As with any good RPG, the world 
here is a bustling, diverse, and vital 
place, and there’s much to explore 
and see. 

However, the simple fact is that 
Sudeki doesn't really add anything to 
the genre, plus it essentially flubs its 
main-character development. It relies 
very heavily on clichés, most of 
which are so old and shopworn you 
can spot them coming. Watching 
scientist and hardcore “skeptic” 
Elco’s eventual acceptance of the 
supernatural and the spiritual is not 
only painfully stereotypical, but 
actually downright stupid in context, 
given he lives in a universe where 
actual magic is an accepted thing. In 
other words, these hollow 
characters follow the cliché even 


though Sudeki sets them in a 
fictional world where the cliché 
makes no logical sense. It’s the 
worst sort of Screenwriting 101 stuff. 
The story takes a while to get 
moving, but the underlying 
mythology—involving an angry 
demon god and a universe split in 
two, plus some really bad family 
problems coming to a head—all 
take a number of genuinely 
unexpected twists. The problem 
here is the total lack of any real 
ending. After you beat the final 
boss, the only thing that happens is 
that the credits roll. What the heck 
happened to all these characters 
players are supposed to care 
about? Or for that matter, you 
know, the whole freakin’ universe? 
The game’s combat system 
further compounds the problem. 
Sudeki uses real-time, beat-em-up- 
style fighting for its combat, which 
means you can control only one 
character at a time during battle 
(you can switch at any time, but in 
practice it’s a bit cumbersome). In 
fact, invariably, the boss battles are > 


SUDEKI 
* 


fought using a single character. 

In Sudeki, the best strategy is to 
stick to controlling the healer, let 
the A.l. control everybody else, and 
just make sure no one dies while 
doing it. The result is a lack of 
teamwork, and it’s difficult to 
connect with (or even watch) what 
the other characters are doing or 
utilize all their talents. 

Yes, the game is very pretty and 
the gameplay design is sometimes 
quite clever. Other times, though, 
the design is arnateurish and 
downright irritating, evidenced by its 
reliance on box puzzles and some 
predictable, block-hit-run pattern- 
based bosses. 

Yet even with all the problems, 
Sudeki is still worth your time. It’s 
not the best RPG it could have 
been—Climax needs better writers, 
that’s for sure (especially concerning 
dialogue and character motivation)— 
but it gives you a big, pretty, and at 
times smartly designed world to 
explore. For an RPG-starved Xbox 
audience, that may be enough. 
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PUBLISHER: Electronic Arts 


Here’s a good case, 

alternately, for euthanasia 

and cruelty to animals. 
Catwoman, a single-mindedly putrid 
platformer, stands as one bad kitty, 
perpetually whizzing on the rug, so 
to speak, coughing up hairballs, 
shredding the furniture, and 
dragging dead birds into the house. 

Black-leather-clad antihero 

Catwoman goes from extended 
jumping puzzle to extended jumping 
puzzle, with little to no context for it 
all. Worse, the game delights in 
being single-mindedly obtuse and 
unforgiving in every facet of its 
platforming. Most levels dump the 
protagonist into a huge courtyard or 
Cavernous room, demanding that 
she move to some exit point without 
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Evil kitty made a nasty on Xbox 


Catwoman can use her whip or her feet. Either way, suffering is inevitable. 


actually hinting as to where it might 
be or how to get there. Some walls 
can be scaled while others cannot, 
and the game gives no indication as 
to which is which. Sometimes, cat 
footprints, visible only with special 
cat vision, mark accessible paths, 
but certainly not all the time—and 
definitely not during some of its 
densest spots. 

Once Catwoman actually finds 


herself pointed in the right direction, 


she'll have to be spot on with her 
jumping or face the harsh truth: 
Catwoman the game hates you not 
only in the context of its electronic 
existence, but in life as well. One 
wrong leap ensures Catwoman will 
be unceremoniously dropped back 
to the puzzle’s beginning or very 


e. { 3 


close toit forcings A ah the 
path, endure the jumping again and, 
in the process, reacquainting the 
player controlling her with true 
human suffering, Catwoman doesn’t 
really do anything i in her game, save 
for clearing jumping puzzle after 
jumping puzzle. Sometimes, she'll be 
pitted against faceless goons and 
must kick or shove them into or 
through carefully placed objects 
such as dumpsters, windows, 
chests, portals, elevator shafts, 
panels, etc. It’s astounding how, 
even when Catwoman makes it to a 
millionaire’s estate, there’s a series 
of open chests on the front lawn. 
The fetid package comes ribbon- 
wrapped with a horrible, barely 
adjustable camera that sees to it 
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CATWOMAN 


that Catwoman must guess where 
her enemies are and where the 
next in an endless series of 
platforms sits. But enough 
criticism: A dead cat should be 
beaten only so much before being 
buried. // 


Greg Orlando 
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Behold, as there is good 
news from the two- 
dimensional world that 
birthed such excellent quarter- 
inhaling fighting games as 
Capcom’s Street Fighter Il and 
SNK’s King of Fighters ’98. 
Although the 2D fighting game, as a 
subgenre has, perhaps, suffered as 
a result of staid, rehashed 
gameplay, Arc System Works’ 


MEPTEMBER 2004 


Works. // | PLAYERS: 1-2 : //. “LIVE: Yes. /7 © MSRP: $19.99 ©//° ESRB:T. . 


Punch the Internet in the stomach 


superlative Guilty Gear X2 #Reload: 
The Midnight Carnival stands as 
solid proof 2D fighting games still 
have plenty of room to evolve. 

Rather than invoke nostalgia via 
blocky and pixelized sprite-based 
graphics, Carnival features sharp, 
clean, gorgeous visuals. As such, 
the game, with its fluid, detailed 
animation and rich, dynamic 
backgrounds, looks every bit as 
current as games such as Soul 
Calibur 2—only it uses a completely 
different style and canvas for its 
presentation. 

More than mere hypnotic visuals 
and hand-drawn, organic aesthetics, 
Carnival is a mover in its class 
thanks to its dauntingly deep 
gameplay depth. Aside from a usual 
bevy of normal and special attacks 


using Capcom-established methods 
(quarter-circle forward and punch, 
anyone’), it also features a slew of 
advanced techniques necessary at 
tournament-level play. “Roman — 
cancels,” for example, allow players 
to override a fighter’s attack 
animation, giving the assailant a 
window of opportunity to remix their 
beatdowns. Carnival even has the 
foresight to punish those who 
“turtle” (i.e., play too passively, 
thereby exploiting the game’s guard 
system) habitually by draining a 
fighter’s much-needed special- 
attack meter energy. 

And then there’s Xbox Live play, 
which functions shockingly well 
under any circumstances. The game 
has singlehandedly shown the 
console world online fighting games 


need not be plagued with lag of the 
likes seen in Capcom vs. SNK 2: EO. 
Never mind the fact this is “merely” 
a 2D fighting game with all the 
limitations inherent thereof— 
Carnival’s brilliance lies in the fact 
that the game appeals instantly to 
novices yet is bottomless in its 
technique. Dripping with quirky 
characters exemplified by the bag- 
wearing Dr. Faust, creepy designs, 
and an intelligent sense of humor, 
Carnival is one of those Xbox games 
that should, by law, be a part of an 
Xbox owner’s game library. // 

Che Chou 
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Lord of the Loser-File 


What we said then: Calling this 
game garbage would be an 
insult to garbage. 

What:-we say now: Fans of the 
original The Lord of the Rings books 
will be excited to know that this game 
is based on the novel, not the movie. 
However, if memory serves, the movie 
was awesome and Fellowship of the 
Ring the novel-described-a group of 
little sassy hobbits singing about the 
delight of their special elven lunches. 
If someone really wanted to make a 
Fellowship of the Ring game based:on 
the book, it would be a lot more like 
Dance Dance Revolution with 
Cupcakes. 

Each of the characters here seems 
to have been painstakingly designed 
not to look like the actors inthe movie 
version, but who were Vivendi 
Universal or the game's developer, 
WXP, trying to fool? They made and 
released a:'game called The Fellowship 

of the Ring right after the ‘movie’ The 
Lord of the Rings: The Fellowship of 
the Ring came out. That’s number one 
on the list of things not to do when 
you're trying to distance yourself from 
the movie.:Maybe the publisher could 

_- have called the game Dark, Boring 

- Hobbit Thing with Bad Camera Work 
Ory rently Related to a Movie 


we. cae 
Since you'll be walking past Old Maggot’s farm, we thought 
we'd have a go at his garden again. 


#) Skip 


You Like. 

The gameplay is the worst kind of 
repetitive button-mashing. If you enjoy 
the types of games where you do a 
five-hit combo into.a crowd of 
enemies, then turn around and do it in 
the-other direction for a couple hours, 
then by all means pick this title up. 
First, though, you should know that 
the game is usually so dark you'can’t 
see anything—and that’s if the camera 
is cooperating enough to even'be 
pointing in the right direction. The only 
selling point this game has is that: - - 
nerds might be able to have a good 
time nitpicking which plot points:and 
costume designs come from the: 
movie and which are from the book, 
but please don’t. Because if you're 
busy doing that, who would spearhead 
the task of updating your Star Trek: 
Voyager website to list all the ways 
the Beta-Zangorian sweater-vests 
violate Starfleet etiquette? //. . 
Seanbaby 


ae Appeared in Turok: Evolution. 
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_a suitably wretched villain, 


so the creators of Turok: 


Evolution dreamed up captain oe 


Tobias Brucker, a diabolical, 
3 eivcbuins racist. 2" 


mov kee 


is 1886. prockace also an as .F 


“Red Snake,” is a bloodthirsty. 


Army captain with a silly hat and : 


really, really bad hair. He 
commands a motley crew of | 


redneck volunteers. dedicated to:« ; 


tracking down and eradicating the - 
_last surviving Native: ycheaeee 
Bruckner’s burning desire to” 


murder him some savages fi nally 
takes him to the peaceful Saquin 


Nation. Here, he meets his. 
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Through a long s¢ series of 


> eras unfun missions, Tal’'Set 
transforms into Turok,the = 
legendary dinosaur hunter. 
Bruckner, onthe other hand, falls 
in with the sleg, a race of 
intelligent bipedal dinosaurs thea 
hates humans. if the sleg hate 
__.. humans, shouldn’t they hate — 

; Bruckner? And if Bruckner hates 


_ Native Americans because they're 


_ different, shouldn't he utterly = 
ys eens the creepy reptile guys? _ ee 
‘Who knows? Explanation is never 
provided, but you'll still face off 
. cee Purkperiaristety the onkeeet oe 
_— match—a warrior named Tal’Set. ae ae se: 

gy Right as Bruckner says, “It’s over, fledged cyborg redneck outfitted a 
| i injun!” a dimensional rift busts Fe ees = 
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FILE UNDER i THE LORD:OF THE RINGS: THE FELLOWSHIP OF THE RING 
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_- hopefully, you'll never have to 2 : : 
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Surgeon 

General's 
Warning: While 
cigarettes are 
undoubtedly 
dangerous to your 
health, collecting 
over 50 packs of 
them scattered 
around the deadliest 
(and brownest) 
prison Is even more 
problematic to your 
well being. You'll 
probably be asking 
yourself, “Why? Why 
do | need to collect 
these packs of 
cancer sticks?” To 
unlock a bounty of 
hidden game 
goodies, that’s 
why. And just 
like in your 
granddad's 
day, the 
more 
packs you 
collect, the 
more stuff 
you'll own. 
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Because stabbing the B button/analog stick and banging 
your head against the wall frantically isn’t going to solve 
that jumping puzzle/boss battle/headache 


THE CHRONICLES OF RIDDICK: 
ESCAPE FROM BUTCHER BAY 


PACKS OF SMOKES 
QUICK REFERENCE 


1 // HOGDAHL’S FINEST 
LEVEL: THE DREAM 


Riddick Prototype 1 

DETAILS: Look for the hatch among the 
crates below the hangrail. The pack is in 
the adjoining crawl space. 


2 // CANDY CANDY 

LEVEL: TAKE-OFF PLATFORM 
UNLOCKED CONTENT: Movie Concept 

Art 03 

DETAILS: In the last room (containing the 


: ‘098 WWwW.1UP.COM SEPTEMBER POO4 


UNLOCKED CONTENT: 7COR Combo ‘Trailer, 


heavy guard), on the raised platform to 
the left. Climb on the crate to reach tt. 


3 // CARL’S BLEND 

LEVEL: COURTYARD 

UNLOCKED CONTENT: Game Concept Art 05 
DETAILS: Reward for returning Gulag’s 
red tube. 


4// SWIFT 

LEVEL: MINING CORE 

UNLOCKED CONTENT: Game Concept Art 16 
DETAILS: In the rail tunnel near the level's 
start. Take out the patrolling guard and 
technician before dropping into the rail 
area. Disable the rail defense, too, using 
the service panel near the forklift. 


5 // CHARLIE’S 

LEVEL: TOWER 17 

UNLOCKED CONTENT: Game Concept Art 19 
DETAILS: Exit your container and enter the 
container to the right. Flip up the bunk to 
find this pack. 


6 // DESERT AIR 
LEVEL: THE DREAM 


UNLOCKED CONTENT: Movie Still O1 
DETAILS: On the table, near the guard you 
need to disarm. 


7 //DOG SMOKES 

LEVEL: FEED WARD 

UNLOCKED CONTENT: Movie Set 01 
DETAILS: Buy pack from-Gomer for 10 UDs. 


8 // BLACK DEATH 

LEVEL: FEED WARD 

UNLOCKED CONTENT: Movie Set 02 
DETAILS: Buy pack from Gomer for 15 UDs. 


9 // CHARLIE’S CC 

LEVEL: FEED WARD 

UNLOCKED CONTENT: Movie Set 03 
DETAILS: Buy pack from Gomer for 20 UDs. 


10 // PIRATE 

LEVEL: FEED WARD 

UNLOCKED CONTENT: Game Concept Art 11 
DETAILS: Buy pack from Gomer for 25 UDs. 


11 // ROULETTE 
LEVEL: FEED WARD 
UNLOCKED CONTENT: Game Concept Art 37 


PRIMA STRATEGY GUIDES 


Lignting up with Riddick is only a =r in tne brooding Butcher Ba\ 

maximum security prison. Your ir friends at Prima scoured every nook and cranny of the complex 

and have printed the gs In tome form. Take a trip to your local game store to get Prima’s 

=p atliteaeeel itt Samp ingebti a - : THE CHRONICLES OF RIDDICK 
Ojficiat Chronicles of Riddick Str ategy Guide. 


DETAILS: Buy pack from Gomer for30UDs. 17 // SENSAI 
LEVEL: FEED WARD 


UNLOCKED SUCTERT: COR Movie Teaser, 
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DETAILS: Retr rieve b sii halves of the snitch 


12 // DR. FILUR 

LEVEL: INFIRMARY 

UNLOCKED CONTENT: Movie Set 06 
DETAILS: In the bloody exam room. Need 
Shabt ys code to enter. 


23 // CONE PUFFS 

LEVEL: COURTYARD 

UNLOCKED CONTENT: Game Concept Art 
DETAILS: Collect 20 moths and buy ei: 
pack from Twotongue. 


13 // ALUNDA CLASSICS 18 // YOYALL 24 // FIVE FINGERS 

LEVEL: MAINFRAME LEVEL: TOWER 17 BASE LEVEL: COURTYARD 

UNLOCKED CONTENT: Game Concept Art 22 UNLOCKED CONTENT: Game Concept Art 20 UNLOCKED CONTENT: Game Concept Art 
DETAILS: On the circular catwalk defended DETAILS: Defeat Bassim in the ring to win 1( 


10, Starbreeze Motion Capture 


by two een -before you enter the gas- this pack. DETAILS: Jamal-Udeen rewards you with 
Fillec = tunnel. Use the crates to climb up this pack for killing the Blueskins. 


o the catw alk. Watch for another guard 19 // STARLIFE 
oa sling the floor below. LEVEL: TOWER 17 BASE 25 // VOODOO 
UNLOCKED CONTENT: Game Concept Art 39 LEVEL: PRISON AREA 


DETAILS: Defeat Sawtooth in the ring to UNLOCKED CONTENT: Game Concept Art 24 
win this pack. DETAILS: Waman gives you this pack for 


takir Ng OU t Molina 
20 // CLEMENS 
LEVEL: TOWER 17 BASE 
UNLOCKED CONTENT: Game Concept Art 06 
DETAILS: Defeat Cusa in th Ye ring to win 


this pack. 


14 // SPACE COWBOY 

LEVEL: TAKE-OFF PLATFORM 
UNLOCKED CONTENT: Cigarette Lis 
DETAILS: On the floor, next to the large 
door's button. Grab it before opening 
the door. 


26 // THE COUNTS 
LEVEL: PRISON AREA 


UNLOCKED CONTENT: Game Concept Art 25 
15 // MOUNT NOIR DETAILS: Buy ms pack from Booger for 20 
LEVEL: THE PIT UDs after defeating Rust. 

UNLOCKED CONTENT: Game Concept Art 21 // NONAME 

17, TCOR Novelization LEVEL: TOWER 17 BASE 27 // THE BEETLE BLEND 


DETAILS: Near the level’s end in a small UNLOCKED CONTENT: Game Concept Art LEVEL: MAINFRAME 

nook on the passage’s left side—across 23. Riddick Pri atc al Z UNLOCKED CONTENT: Game Concept Art 01 

from the lt flare marking the path to DETAILS: Return to Centurion after DETAILS: Kill the riot guard at the level's 

saat Joe. defeating So: and Abbott to receive end to earn this pack. Sneak up behind 
this pack. him and blast him in the back with the 


16 // OP shotgun. 

LEVEL: THE PIT (POPE JOE) 22 // PAINFUL 

UNLOCKED CONTENT: Game Concept Art 02 LEVEL: COURTYARD 28 // KARAVAN 

DETAILS: Before grabbing Joe's voice Dox, UNLOCKED CONTENT: Movie Set 0 LEVEL: THE PIT (DARK diate, 


search the nook on the right side of the DETAILS: After you retrieve Two ohne UNLOCKED ) CONTENT: ( Game Concept Art 03 
first room to find this pack. injector and defeat Bassim, he'll sell you DETAILS: Before climbing the are search 
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the surrounding area for this pack. You'll 
find it in anook opposite the ladder. 


29 // YUPS 

LEVEL: SHOWERS 

UNLOCKED CONTENT: Game Concept Art 12 
DETAILS: When you enter the locker room, 
turn left and search the lockers for this 
pack. 


30//Q 

LEVEL: SHOWERS 

UNLOCKED CONTENT: Game Concept Art 31 
DETAILS: On the floor of the armory—the 
room where you attain the double-max 
light guard armor. 


31 // GRONKO’S BAR 

LEVEL: GUARD QUARTERS 

UNLOCKED CONTENT: Movie Prop 01, 
Riddick Prototype 3 

DETAILS: Sell the bottle of booze that you 
received from Jenkins to Chancellor on the 
second floor. He'll give you this pack and 
50 UDs. 


32 // OLD TIMER 
LEVEL: COURTYARD 
UNLOCKED CONTENT: Game Concept Art 28 
DETAILS: Nurse gives you this pack for 
poisoning Binks. 


33 // GUARDS 

LEVEL: GUARD QUARTERS 
UNLOCKED CONTENT: Movie Set 07 
DETAILS: Buy this pack from Yu in the 
promenade for 5 UDs. 


EMBER 2004 


34 //RED FROG 

LEVEL: WORK PASS 

UNLOCKED CONTENT: Movie Set 04 
DETAILS: This pack Is in the keypad- 
locked control room. Abbott's card will 
open the door. Make sure the riot guard 
doesn't see you enter—wait until his 
back is turned. 


35 // BLOSS 

LEVEL: THE DREAM 

UNLOCKED CONTENT: Game Concept Art 32 
DETAILS: This is the first pack you'll 
encounter, it’s located at the base of the 
ladder in the room containing the 
technician. Grab it before you drop and 
beat him up. 


36 // TINY TIMS 

LEVEL: WORK PASS 

UNLOCKED CONTENT: Game Concept Art 26 
DETAILS: On your way to Tower 19, enter 
this dead-end duct before crossing the 
security checkpoint monitored by two riot 
guards. 


37 // SICHER 

LEVEL: MINE ENTRANCE 

UNLOCKED CONTENT: Game Concept Art 
38, Riddick First Playable 2 

DETAILS: You need to get Valya’s code to 
unlock the door leading into this room 
containing a health station. The pack Is 
on top of the left crate at the back of 
the room. 


38 // ROLLES ROK 
LEVEL: MINE ENTRANCE 
UNLOCKED CONTENT: Game Concept Art 21 


Chronicles of Chronicles 


DETAILS: Use the ventilation hatch from 
the elevator’s roof to enter a duct. Follow 
it to a guarded hall, then sneak to the next 
duct to find this pack. You'll need a vent 
tool to get it. 


39 // NORDQVIST 

LEVEL: SECURITY CHECKPOINT 
UNLOCKED CONTENT: Game Concept Art 30 
DETAILS: Climb up onto the elevated 
walkway, then inch along the ledge above 
the riot guard to locate this pack. 


40 // SPACE JOCKEY 

LEVEL: UPPER MINES 

UNLOCKED CONTENT: Game Concept Art 
23, Riddick First Playable 3 

DETAILS: This pack is on the balcony 
patrolled by the officer with the key card 
for accessing the Cargo Transport level. 
Take him out, then grab the pack. 


41 // JMBORO 

LEVEL: MINING CORE 

UNLOCKED CONTENT: Game Concept Art 27 
DETAILS: After exiting the rock-crusher 
room, search the ground for this pack 
that’s hiding among the large containers 
near the rail. 


42 // ADDICTIVE M 

LEVEL: CARGO TRANSPORT 
UNLOCKED CONTENT: Movie Set 10 
DETAILS: You can find this pack on Floor 2. 


43 // IRON LUNGS 

LEVEL: FEED WARD 

UNLOCKED CONTENT: Game Concept Art 15 
DETAILS: On your way to Tower 19, search 


rnames in Vin | 


Wesel Movies. in no 


ard B. Riddick (Pitch Black), Xander 


YOU polso peer for af gg 
tA 136 the Abe to enter a room. The pac! 
to.a malfunctioning door. Watch f 
when entering and ie ir ( meh: 


44 // CA ALDERHOLM 

LEVEL: CONTAINER ROUTE 

UNLOCKED CONTENT: Game Conc ept Art 08 
DETAILS: On the rail next to t 
Starts. E miter th 
look for a k. 


he one where the level 
subterranean access tunnel and 
on er ig up to this rail 


45 // 20 MUSKETEERS 
LEVEL: CONTARYER BRONTE 

UNLOCKED CONTENT: ( 
DETAILS: Before heac 
take the long 
maintenance 


i 


ame Concept Art 04 


t ladde ar do wn to enter a 1 da rk 


tunnel. You'll find this pack at 


46 // ROBOT SMOKES 
LEVEL: CONTAINER ROUTE 
UNLOCKED CONTENT: Game Concept Art 
First Playable 4 

DETAILS: Att 
the room containing the nanomed machine and 


O09, Riddick 


er clearing out Control Station A, enter 


look up to spot a short catwalk. Use the crates to 
Climb up onto It and retrieve this pack. 


47 // 68TH 

LEVEL: CONTAINER ROUTE 
UNLOCKED CONTENT: eee Set 08 
DETAILS: On the \ ; 
ve ntilation hatch. The duct leads to a 


ay to the backup generator, enter 


the celling’s 


ie to the first rail control room. 


tor (A Man Anart) Chr ari] 
LAY Ee) AAS by, Aol lS Valin 
TRcatta fT Daa? aaa thea 
PSO MIE Rest ang Ciel Bike 


grate above the hall where you'll find this pack. 


48 // MAESTRO 
LEVEL: CONTAINER ROUTE 
UNLOCKED CONTENT: Game Concept Art 07 


DETAILS: In tne hall leading to the second rail, look up 
and enter a ventilation hatch. While crawling 


through the duct, grab this pack. 


49 // MUMMY 

LEVEL: ABANDONED prone rie 
UNLOCKED CONTENT: Game Concept Art 13 
DETAILS: When crossing the covered ores 
to the storage room, use the crate in the center to 
Climb on top of the bridge. Step along the bridge's 
side to reach this pack. 


leading 


50 // COUNT GUNTHER 

LEVEL: ABANDONED EQUIPMENT 
UNLOCKED CONTENT: Game Concept Art 14 
DETAILS: Before picking up the power cell in the 
storage room, search the left side of the room. The 
pack Is inside the open crate on the floor. 


51 // CLOUD NO. 17 

LEVEL: ABANDONED EQUIPMENT 
UNLOCKED rake Movie Concept Art 05 
DETAILS: |r 
creature at the level's end. Use grenades to kill the 
creature, then enter the hole to grab 


tt Te | hole | In the Wa ILC rec ted by / the la =| fale 


the pack. 


52 // ENFERMO 
LEVEL: CENTRAL STORAGE 

UNLOCKED CONTENT: Game Concept Art 18 
DETAILS: At the level's ste 


art, take tne ladder up into 
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the large 


cavern. The pack is along the ledge next to 


the large fan. 


53 // GRAES 

LEVEL: LOADING DOCKS 

UNLOCKED CONTENT: Game Concept Art 34, 
Starbreeze Technology Demo 

DETAILS: On a catwalk near the second large lift. 
You'll have to clear out a few guards before using a 
crate to reach this catwalk. 


54 // GAWD 

LEVEL: FACILITY CONTROL 
UNLOCKED CONTENT: Movie Con 
Concept Art 40 

DETAILS: Take 
then grab this 


cept Art 01, Game 


out the guard in the computer room, 
S pack next to the keyboard. 


55 // LUNGBUSTERS 

LEVEL: COURTYARD 

UNLOCKED CONTENT: Game Concept Art 33 
DETAILS: Twotongue rewards you with this pack for 
returning his injector. 

56 // YOSHIMI 

LEVEL: COURTYARD 

UNLOCKED CONTENT: Movie Set 05 

DETAILS: Pink will sell you this pack for 10 UDs 


57 // MBRYO 

LEVEL: AQUILA TERRITORY 

UNLOCKED CONTENT: Game erent Art 36 
DETAILS: After defeating Rust, look for Blueboy on 
your way out of Aquila Terr ap y. He'll show his 
gratitude by handing over this pack. 


gi 


58 // HABIB’S 

LEVEL: AQUILA TERRITORY 

UNLOCKED CONTENT: Game Concept Art 35 
DETAILS: Stop in cell A28 to grab this pack. 


59 // IR GRASS 

LEVEL: AQUILA TERRITORY 

UNLOCKED CONTENT: Movie Concept Art 04, Riddick 

Protec ty ype 2 

DETAILS: After taking out Rust; enter cell Al1 and 
th 


speak with Moondog as he cowers in the corr 
He'll turn over this pac she 
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PRIMA: NOW MORE THAN EVER 

Prima Games is our helpful partner in bringing you this section because, frankly, we've got better 
things to do than sit around all day testing codes. They don't do the Stuff bit, the Essential Selection 
thingies, or the amusing little bits that run along the tops of the pages. But they do a fine job of 


providing you with first-class tips and tricks for the games you're playing as we speak. Thanks, Prima! 


CODE 


For surprises and goodies galore! 


Driv3r. Love tt or hate it, Xbox Nation is still giving you codes for it (don't forget to check 

the Grenade Launcher for special "flying cars" action). Metal Slug—a cunning trick for 
those without 2D hardcore gaming routes. And a cavalcade of additional codes to impress and 
entertain, including the five best retro games ever hidden inside an Xbox title. 


ya, 


DRIV3R // PSI-OPS 


DRIV3R 


Make your wheelman’s 
Stay in Miami, Nice, and 
Istanbul a little more pleasant 


PSI-OPS: 


THE MINDGATE CONSPIRACY 


When psychic soldiers aren't EDGAR BARRET (TRAINING 3) THE GENERAL (CLOWN) 
by tooling up with alarming squishing their adversaries’ 196003 431644 
amounts of weaponry—be sure brains from the inside, they keto EDGAR BARRET (TRAINING 4) THE GENERAL (DEFAULT) 
to use the grenade launcher! play dress up. In the menu, go 196004 459797 
These codes must be entered down to Extra Content and press EDGAR BARRET (TRAINING 5) TONYA 
at the Main menu. the R trigger. Enter any of these 196005 678999 
codes for extra play models. JACK U.N. SOLDIER 
ALL WEAPONS 698798 365498 
L trigger, L trigger, X, Y, Y, JOV LEONOV WEI LU 
R trigger, R trigger 468987 231324 
KIMIKO JONES WE! LU (DRAGON) 
INVINCIBILITY 978798 978789 
X, Y, L trigger, R trigger, LABCOAT WE! LU (TRANQUILITY) 
L trigger, R trigger, R trigger 998789 654654 
(Note: Does not work In story MARLENA KESSLER 
mode] 489788 EXTRA MISSIONS 
MARLENA KESSLER (LEATHER) BOTTOMLESS PIT 
UNLIMITED AMMO 136876 154897 
Right, Right, Lert, Lert, X, Y, Y EDGAR BARRET (TRAINING 6) MARLENA KESSLER (SARANAE) | BOUNCY, BOUNCY 
196006 65496873 568789 
ALL MISSIONS | MARLENA KESSLER (BIKINI) MP1 FLOOR OF DEATH 
X, X,Y, ¥, R trigger, R trigger, 135454 321646 05120926 
L iigeet PSI POOL MP2 GASOLINE 
565485 698799 9442662 
UNLOCK ALL VEHICLES CRISPY SOLDIER MP3 GEARSHIFT 
X, X,Y, Y, L trigger, R trigger, 454566 654659 154684 
L trigger SCORPION NICK SCRYER (STEALTH) GNOMOTRON 
546546 456498 456878 
AURA POOL NICK SCRYER (TRAINING) PANIC ROOM 
659785 564689 76635766 
TK ALLEY NICK SCRYER (URBAN) STOPLIGHTS 
090702 484646 945678 
DOCKWORKER NICK SCRYER (WASTELAND) TIP THE IDOL 
364654 975466 428584 
EDGAR BARRET SARA BLAKE UP AND OVER 
497878 135488 020615 
EDGAR BARRET (TRAINING 1) SARA BLAKE (PS!) 
196001 468799 
EDGAR BARRET (TRAINING 2) SARA BLAKE (SUICIDE) 
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SPY’S THE LIMIT 

Now coming to a theater near you: Spy Hunter, the 
motion picture. Hunky wrestler The Rock - Ss beer 
tapped to a the movie's lead and slam-bar seein 
director John “Whoo!” Woo will be behir — he camera. 


RETRO GAMES // METAL SLUG 3 // MLB SLUGFEST // WORST CODE 


4AM PPTSSRERBSSHeHaEB EE SB 1epes 4 2 r>RP eae ReZemeaezeega ea eee eeeeees 


fuauarernee SHO eRRHeEmRmaeE Rae E peemeeaerte SBS Gane se 


TOP FIVE 
UNLOCKABLE RETRO 
GAMES 


Hiding games inside other games that are revealed only w 

insanely difficult naman | quests have been completed is ¢ 
way for companies to reuse their old-school gaming outings. Just ask 
Nintendo; it’s been pimping out 2D Marios for years. But for this month's 
list, XBNs been busy unlocking the top-five coolest elderly games around. 


TIME: Paeh ERT cru 1. NINJA GAIDEN 
§? ~ Fe" ~ CRCRs i A ENEMY « 
(NES) 
To unlock this old-school gem, 
collect all 50 scarabs. 


2. PANZER DRAGOON 
ORTA 

PANZER DRAGOON 

(SEGA SATURN) 

After completing Panzer Dragoon 
Orta, you will be rewarded with 
this Sega Saturn classic. 


3. PRINCE OF PERSIA: 

THE SANDS OF TIME 

PRINCE OF PERSIA (PC) 

Once you complete The Sands of 

Time, take a trip back in time. 

start anew game, stay on the 
alcony, press the left analog 

stick in, then quickly press A, X, Y, 


4. PITFALL: THE LOST 
EXPEDITION 


PITFALL 

(ATARI 2600) 

One of the oldest games on this 
list will always stay a classic. At 
the Title screen, hold L trigger 
and R trigger, then press B, B, 
Left, Right, B, X, A, Up, B 


ue 5. SPY HUNTER 
oxbéce 
: SPY HUNTER 
(ATARI 2600) 
This radice micah me can be 
unlocked by entering OGSPY as 
a profile name 


RBA 


METAL SLUG 3 


| ; Ah. Two-dimensional sprites, limited continues, and side-scrolling 
gameplay. cig ve've missed thee! Eat lately, that age-old 


“continue without restarting the level’ trick also works for this quality 
polygon-free blast-a-thon. 


fe 


PRESS START 


see 


Peraiye of reratvee 4 


Is to have a second controller 
mace tt In. AS Soon as you die, auichiy ress Start on controller two to 
resume your place without having to art the level over. 


MLB SLUGFEST: 
LOADED 


Enter these codes at 
> enter them correc tly 


x Oe ‘8 6B: B Bown 
SOFTBALL MODE 
a, Y,B, B, Down 


WORST CODE // JHE SUFFERING 


Welcome to our occasional series The Lamest Code of the Month! 


— 


This time, the award goes to The Suffering, with its completely 


pointless suicide code. 


1 press Down four times. 
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STUFF 


oo L ROBOSAPIEN 
7 $100; www. robosapienonline. com 
‘The wacky world of modern 
robotics is finally at your — | 
. | fleshy fi ingertips. Designed by anex- __ 
ss .«ss NASA engineer (the mechanics and | 
---.- weight balance are decidedly — . 
":. 255. impressive), Robosapien is eacule [ff ::: 
. of walking, dancing, pushing, pulling, Qo 
- and speaking to you in a sexy _ ed 
caveman voice. Granted, at the end _ 
of the day it’s not the most useful 
piece of machinery i in the world, but 
for fun and games, Robosapienis 
tough to match (until he CS 15 i 
-- million of his robot friends and 
- destroys humankind, naturally). 
ol 
$10; www. 200. net 
: Radica’s handheld 200 : 
_- mindreader will both Blow eo | 
“a away and scare the crap out of you. © 
‘. Think of something, then play 20 
»- questions against the “artificial 
intelligence” (or the devil) and 
_ watchasit guesses exactlywhat ==. 
~ you thought of. It also takes a quite _ 
a beating and keeps onticking,as 
_ witnessed when grown men at Ziff — 
_ Davis threw it down on the ground: 
ta and ran from iti in fear. 


PS THE SIMPSONS | 
| SEASON 4DVD : 
7 $49. 98; www.thesimpsons. com 
oe In the year of our Lord 1992 
(oF AD Che ceatocol ihe... 
a Simpsons brought the funny tothe = fe ec OMrene flr ounrsieeavors 
masses inthe form of 22half-hour —- - ee , | aah TSN, RO ed hy Bae aun 
cartoons that you willbuyand 7 Ss | 
_ watch on this wonderful four-disc 
- set. Afterall, youarenodullard 
and. wouldn’t dare to miss, Say, the en ceeccuetnea es 
Kamp Krusty themesongorthe 
os time the Monorail Ponorall came 
rig to Springfield. i 


< "A: SHOWGIRLS VIP 


| $39 .98; www. mgm. com/dvd 

This DVD box set screams — 

ee _ something, and because it is 
the Showgirls box set, that 
> something is class. Put those — 
'. Showgirls nipple pasties to good — = 
- while imbibing fine liquors from 7: 
-. Showgirls shot glasses and ole —CUre 
-o + the: touching story of Showgir,a 

--=* dancer with oe breasts and é an 

= co like oes | | 


ee 
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ESSENTIAL SELECTION 


Xbox Nation picks the 50 best Xbox games to date 


. 
<MINERVA 


Dev.: Bungie Pub.: Microsoft 


We like: Launch titles that rule, as well 
as season two of Red vs. Blue. 


We don’t like: Waiting around for 
a sequel. 


Dev.: Rockstar Vienna Pub.: Rockstar Games 


We like: Two-for-one deals. Fingers on 
our hands. Straight thugging. 


We don’t like: Public outcry about 
declining morals in videogames. 


Dev.; Namco Pub.; Namco 


We like: Finally getting our hands ona 
good, playable Spawn. Virtually, that is. 


We don’t like: Having to unlock Seung 
Mina and Sophitia. 


Dev,: BioWare Pub.: LucasArts 


We like: Choices that affect your 
appearance, possible Jedidom. 


We don’t like: Occasional graphical 
glitches, but they’re pretty minor. 


Dev.; Starbreeze Studios Pub.: Vivendi Universal 


We like: Astonishingly palatable voice 
acting, motion capture, and detail. 


We don’t like: Kung fu-style dubs— 
unless we're watching kung fu movies. 


Dev.: Remedy Pub,: Rockstar Games 


We like: Bullet time and hard-boiled stuff. 
You know, like eggs and cops. 


We don’t like: How quickly it’s all over— 
although preferable to the alternative. 


ESSENTIAL SELECTION 


Dev.: Ubisoft Montreal Pub.: Ubisoft 


We like: Revisits that do justice to 
the originals. 


We don’t like: Being bum-rushed by 
demons you can’t tell apart. 


Dev.; Capcom Pub.; Capcom 


We like: Innovation and unapologetically 
huge controllers. 


We don’t like: Not reaching the eject 
button in time and having saves wiped. 


Dev.; Tecmo Pub.: Tecmo 


We like: Reinvestigation of classic 
gameplay style with updated tech polish. 


We don’t like: Cameras that don’t allow 
for adjustment during dicey moves. 


Dev.: Namco Pub,: Namco 


We like: Flexing our long-unused Punch- 
Out! skills, this time in the proper setting. 


We don’t like: Amnesia as a plot device, 
no matter how effective it may be. 


Dev.: Ubisoft Pub,: Ubisoft 


We like: Charm, grace, Rastafarian 
rhinoceroses, and photojournalists. 


We don’t like: Insta-Boss® brand final 
bosses and letdowns at the end. 


Dev.: Bizarre Creations Pub,: Microsoft 


We like: Seamless, sensible integration 
with Xbox Live, even in single player. 


We don’t like: Relentless A.|. opponents 
and strictly stock options for your ride. 


XBOX NATION. SEPTEMBER 2004 105 


ESSENTIAL SELECTION 


Devy,: Maxis Pub,; Electronic Arts 


We like: A so-called life that’s more 
exciting and fun than our real lives. 


We don’t like: Watching an incontinent 
little computer person have an “accident.” 


Dev.: Electronic Arts Canada Pub,: Electronic Arts 


We like: Electronic Arts finally coming 
through with a quality soccer game. 


We don’t like: The whole MS/EA snitfest. 
Thank God that’s over. 


Dev,; Electronic Arts Pub,: Electronic Arts 


We like: Being electronically dissuaded 
from ever stepping into a ring ourselves. 


We don’t like: Having to wait this long 
for a boxing game that’s not a masher. 


Need for Speed Undergro' 


oe 
uerrevt: 
Beet. 


We like: Tweaking our rides out with endless options (custom window tints? Sure. 
Electronic Bondo in action) and not having to worry about five-oh. 


We don’t like: Quantum collisions, occasionally iffy framerates, and an endless 
supply of money. Bet you never thought you’d hear that, huh? 


9 OUT OF TEN 


Dev,: Power and Mapic Pub;; Microsoft 


We like: Tennis games that are really 
RPGs in drag. Shh! Don’t tell. 


We don’t like: Reading about tennis. 
Unless D.F. Wallace is doing the writing. 


Dev. Electronic Arts Pub.; Electronic Arts 


We like: Venting our frustrations on 
scrubs like the Tulsa Drillers. 


We don’t like: Having to unlock vintage 
outfits—what’s up with that? 
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Dev.: Ubisoft Montreal Pub,: Ubisoft 


We like: Realism in tactical shooters. 
Actually, the convincing illusion of reality. 


We don’t like: Being cussed at by 1337 
h4xOrs two states away. 


Dev,: Swingin’ Ape Studios Pub,: Vivendi Universal 


We like: Unrepentant cutesiness, as long 
as it’s accompanied by good gameplay. 


We don’t like: No online support—not 
even a little. 


Dey.: Electronic Arts Pub,: Electronic Arts 


We like: Developers who pay attention 
to little things. Like rubber bands. 


We don’t like: Not being able to take it 
out on the information superhighway. 


Dev.; Wow Entertainment Pub.: Sega 


We like: That it’s 20 bucks and sports sick 
online tricks. 


We don’t like: That it’s sort of an updated 
version of last year’s game. 


Dev.; Dice Pub,: Microsoft 


We like: Being out in nature, so long as 
it’s in a car and contributing to erosion. 


We don’t like: That there never seem to 
be any stereos in these things. 


Dev.: Electronic Arts Tiburon Pub,: Electronic Arts 


We like: Owner mode, because we’re 
fond of keeping a close eye on margins. 


We don’t like: Being made to wait for EA 
and Microsoft to get their act together. 


Dev.; Electronic Arts Pub.; Electronic Arts 


We like: Cinematic and lavishly produced 
videogame excellence. 


We don’t like: Feeling like we’re being 
talked down to. 


Dev.: Criterion Pub.: Acclaim 


We like: Driving on the wrong side of the 
road—with no offense to the British. 


We don’t like: Burning through Burnout 
in a couple of days. And burns in general. 


Dev.: Smilebit Pub.: Sega 


We like: Being on rails—when the rails rule 
this much. Prequels don’t hurt, either. 


We don’t like: Confined spaces with willful 
cameras and tough enemies. 


Dev.: Konami Pub.: Konami 


We like: As much Metal Gear as we can get 
our grubby little meat hooks on. 


We don’t like: Slowdown that has no earthly 
business in an Xbox game. 


Dev.: Electronic Arts Pub.; Electronic Arts 


We like: Series that haven’t started to 
suck. Quite the opposite, actually. 


We don’t like: Sounding like a broken 
record, but we’d really like SSX on Live. 


Dev.: Ubisoft Pub.: Ubisoft 


We like: New online features, complete 
with squad-permission-level discipline. 


We don’t like: Being sold incremental 
improvements for the price of a full game. 


Dev.: Planet Moon Studios Pub.: LucasArts 


We like: Blowing stuff up, which 
everyone knows is catharsis at its finest. 


We don’t like: That damn mountain path. 


Dev.: Revolution Pub.: The Adventure Company 


We like: Any videogame with the Knights 
Templar in it. 


We don’t like: Poverty, chastity, 
obedience. 


ESSENTIAL SELECTION 


Dev.: Electronic Arts Canada Pub.: Electronic Arts 


We like: Shammie-shams, heads or tails, 
cook ’ems, foie gras, and getting bent. 


We don’t like: Not being able to listen to 
ABBA or Morbid Angel while dunking. 


Dev.: Midway Pub.: Midway 


We like: 1-on-1 matches in exotic 
locations with our dunking avatars. 


We don’t like: 1-on-0, 0-on-1, or 0-on-0 
offline solitude. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Adaptive (comparatively), 
intelligent opponents who hold grudges. 


We don’t like: Very many other NASCAR 
games. 


Dev.; Blue Shift Pub.: Sega 


We like: Exhaustive research and 
attention to detail. 


We don’t like: A franchise mode that’s 
detail-heavy to a fault. 


We like: Finally getting to play an EA game on Xbox Live. Retaining our electronic 
composure while getting booed in an away game. 


We don’t like: Commentators who irritate and are strangely homoerotic. We're all 
for man-on-man action, just not necessarily on the gridiron. 


9 OUT OF TEN 


Dev.: lon Storm Pub.: Eidos 


We like: Newtonian mechanics made 
flesh. And consequences. Sometimes. 


We don’t like: The idea of 
predestination. 
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ESSENTIAL SELECTION 


Dev.: Midway Pub.; Midway 


We like: Crushing foes who would call 
our psychic powers wussy. 


We don’t like: Banality in all of its forms, 
especially in contrast to good gameplay. 


Dev.; FASA Studios Pub.: Microsoft 


We like: The backstory, complete with 
epic proportions and so on. 


We don’t like: Being the equivalent of 
the mail-room guy in aerial combat. 


We like: Cameras that behave themselves, weapon selection up the wazoo, 
demons who die just so, and bosses that are as spectacular as they are tough. 


We don’t like: Working for Princess. No overtime, lousy pay, half-hour lunches. 
The hacking and slashing could get old if it weren’t for the variety of demises. 


Dev.: Electronic Arts Pub,: Electronic Arts 


We like: Enchanted jerseys of driving 
with a +5 against sand traps. 


We don’t like: Playing offline until the 
next one comes out (or perhaps forever). 


Dev.: SNK Playmore Pub,: SNK 


We like: Two-dimensional excellence and 
demanding endeavors that pay off. 


We don’t like: Having to play with a pal 
to fully appreciate MS3’s awesomeness. 


Dev,: Sonic Team Pub.: Sega 


We like: Sonic Team’s charm, free key- 
board adapters, and multiplayer RPG-ing. 


We don’t like: Mandatory monthly fees in 
excess of what two burritos cost. 
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MotoGP 2? ooo 


Dev.; Microsoft Pub.; Microsoft 


We like: Swank online-enabled 
snowboarding while hunting snowmen. 


We don’t like: Rails and jumps that are 
still problematic and inconsistent. 


Dev.: lon Storm Pub.: Eidos 


We like: Sneaking around in the shadows. 
Hiding in shadows. Shadows in general. 


We don’t like: Not being able to see our 
hands in front of our faces. 


We like: Authenticity and believability in a motorcycle videogame, Gran 


Turismo-style. 


We don’t like: Unforgiving, if occasionally spectacular, physics and plain-old 


difficulty. 


Dev.: Pandemic Studios Pub.: THQ 


We like: Unparalleled military 
authenticity, courtesy of your tax dollars. 


We don’t like: Our pawn's-eye view 
interfering with the real action. 


Dev.: Free Radical Pub,; Eidos 


We like: Ten levels of diverse 
environments and improved graphics. 


We don’t like: Being thrown into boss 
battles without warning and opaque goals. 


Dev.: Smilebit Pub.: Sega 


We like: Ninety-degree grinds, revisited 
controls, and more leisure time for art. 


We don’t like: Cops and spray paint in an 
electrically fenced-in environment. 


HOOKUPS // BE-AFRAID 


CONTROLLER S MAD CATZ MAGIC 
BLASTER BOX 

PRICE: $39.95 PRICE: $29.95 PRICE: $29.99 PRICE: $24.90 
www. inteclink.com www.xbox.com www.madcatz.com www.lik-sang.com 
What’s cooler than a laser? Behold gaming perfection in the When zombies come looking for The Magic Box seemingly has been 
Nothing, save for a Lazer, as in Controller S. This Microsoft offering sweet brain flesh, have the Blaster produced by grand wizards who 
Intec’s Wireless Controller that replaces the unwieldy brick handy. It’s got auto-fire capabilities, envisioned a world where Xbox 
lets players enjoy Xbox games originally packaged with the Xbox a built-in vibration function, and a owners could play their games 
how they were meant to be and is a must-have for anyone with rubber handgrip. Note: This works with Dreamcast, Saturn, or 
played—from a distance. an Xbox and hands to play it. only on videogame zombies, stupid. PlayStation 2 controllers. 


SLOOD WAKE 
DEV.: STORMFRONT STUDIOS 
PUB.: MICROSOFT GAME STUDIOS 


SLAVIATOR: SWORD OF VENGEANCE 


DEV.: ACCLAIM STUDIOS PUB,: ACCLAIM ENTERTAINMENT 


WORLD CHAMPIONSHIP POOL 
DEV.: BLADE INTERACTIVE 
PUB.: JALECO ENTERTAINMENT 


nRUGUEC OFS a. —_— eee 5 aa ee Sh SUPERSTAR 
DEV.: BITS STUDIOS ROSSlO 4s, RAR NZS CoéeEV:: CLIMAX 
PUB.: KEMCO : 


PUB.: ACCLAIM ENTERTAINMENT 
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DA DA DA DAA! 


No, not an issue dedicated to 
Surrealism (that was this 
issue), but a return to the Star 


Wars universe, Courtesy of an 
exclusive extended hands-on 


with Knights of the Old 
Republic 2. And some screens. 


COMING SOON iN THE OCTOBER ISSUE. 


PLUS: 


Splinter Cell: Chaos 
Theory—new screens 
and info; Burnout 3 
reviewed and quite 
possibly Fable, too, 
though we're not sure 


(holding of breath not advised). 


Issue 19 of XENon sale 09.14.04 


»LUP.COM | 


FIND XBN ON 
THE WEB! 


XBN Is proud to be part 


of the newly redes 
LUP.com. Check it out at 


www.1UP.com. 
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